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They've got a bullet 
With your name on it. 


We're talking high-caliber criminals—AI “Scarface” Capone, Frank Nitti, the Genna boys . . . If you’re going to 
mess with the most notorious outlaws of the 20th century, you’d better be Untouchable. 


Five missions. Three perspectives. Untouchable drama. 


Build a case against Scarface in 1929 You're Eliot Ness, a former D.A. It’s only Ness, you gotta go this one alone. Capone’s 
Chicago. The funny money factory makes natural that you're called in for a hostage trigger-happy henchmen are battling with 
phony greenbacks, but the bullets are real! rescue at the County Courthouse. a rival mob for territorial rights. 


The Untouchables™ and © 1992 Paramount Pictures. All rights reserved. Ocean is 
a registered trademark of Ocean Software Ltd. Nintendo, Super Nintendo, and the 
Official Seals are registered trademarks of Nintendo of America Inc. 

©1991 Nintendo of America Inc. 
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San Jose, CA 95131 (408) 954-0201 
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CIRCLE #101 ON READER SERVICE CARD. 


STRIKES BACK 


\Winste 5 93 


Pursued across the galaxy, you and your Rebel Forces now marshall new 
strength on the remote ice world of Hoth. Although tracked by probe 
droids, attacked by ice monsters, and confronted by an army of gigantic 


Imperial Walkers, you must not give in. You are the Alliance’s only hope. 


Teach a gruesome ice beast a few 
manners as only a Jedi Knight can! 


Learn the ways of the Force, then test your skills in this fast-paced, 


Battle menacing probe droids and Imperial : : 
‘Walkers on the ice planet Hoth! action packed sequel to the hit game, Super Star Wars. 


LICENSED BY 


Alternate between sideways scrolling, dizzying Mode 7 flight (Nintendo) 
: 


sequences and first person cockpit views. Experience the richness 


| of a 12-megabit, interactive Star Wars universe, loaded with new 
Learn the secrets of the Force as you train F ee Ff : : 
in the hostile world of Dagobah with the enemies, exciting dialogue, movie sound effects, cool vehicles, and SIIPER NINTE NO 
Jedi Master Yoda. 
intense 3-D space battles. Join Luke Skywalker, Han Solo and EWTERTAINMENT SYSTEM 
Chewbacca in a continuation of their epic action/adventure in 


Super Empire Strikes Back. 


Star Wars and The Empire Strikes Back are registered trademarks of Lucasfilm Ltd. All rights reserved. Used under authorization. Super Star Wars ©1992, Super Empire Strikes Back ©1993 LucasArts Entertainment Company. 
Super Nintendo Entertainment System ® is a registered trademark of Nintendo of America Inc. 
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Seen & e's 


targenntenrto 


Just one of 19 different Trick 
Shots designed by the Masters. 


J Most Realistic 
Billiards Game on 
The Market. 


NEED A LITTLE HELP ON THE TRICK SHOT? 
Call the Data East Tipline 


1-YOO-454-SHELP 


.95 FIRST MINUTE /.75 EACH ADDITIONAL MINUTE 


UPER NINTENDO 


ENTERTAINMENT SYSTEM He 


© 1993 DATA EAST USA, INC. 1850 LITLE ORCHARD ST., SAN JOSE, CA 95125. 
NINTENDO, SUPER NINTENDO ENTERTAINMENT SYSTEM AND THE OFFICIAL 


tsecmeeesce= — A Proven Winner on the Genesis since 1991. 
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REAL MEN PLAY GAMES 
WITHOUT CHEATS 

As the driving force behind our 
colossal /ips & Tricks column—and 
Our red-hot upcoming Tips & TRICKS 
magazine—l'm proud of the exclusive 
game hints that have appeared in the 
pages of ViocoGAmes. We were the first 
to break the news about the hidden Star 
Fox st ‘ages, | the Art of Fighting “secret 
move, the bonus tracks and ghost rac- 
ers in Super Mario Kart, the stage-skip 
trick in Disney's Aladdin and the hidden 
characters and power-ups in NBA 
JAM—not to mention dozens of exclu- 
Sive tricks for games like Street Fighter 
I, Taz-Mania, Mortal Kombat, Ecco the 
Dolphin and BattleWheels. 

And yet, it saddens me to see the 
extent to which most people will rely on 
cheats like these to conquer their 
favorite games. Everybody loves a good 
“Easter egg’...but why does the average 
gamer whine and beg for strategy guides 
and invincib#ity codes when he or she 
gets stuck on every little puzzle or 
“boss” character? Players may rise to 
the challenge of a difficult game in the 
arcades, but toughening up on a home 
game seems to have the opposite 
effect—everyone starts looking for the 
easy Way Out. 


If you like our Tips & Tricks, here’s the best tip of ’em all: The next time you sit 
down to play a game—if you really want to get your money’s worth 
without relying on any outside help. Save the cheats for later! | guarantee a much 
more satisfying and rewarding game experience. If you don't 
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the way they're designed to be played, you're only ripping yourself off. 
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ADDRESS ALL ADVERTISING 
INQUIRIES: 


VIDEO-GAME TIPS ARE 
A NECESSITY 

There's nothing more frustrating 
than playing a video game for hours 
when suddenly your last guy gets killed 
and you have to go right back to the 
beginning. That sucks. I’m not even a 
third of the way into the game and I'm 
dead? And all because some idiot game 
Programmer decided | only get three 
lives and two continues. Forget that! 
(Why Is it always three lives, anyway?) 

Or even more frustrating is being 
able to play all the way through to level 
four of a game and then getting the crap 
beat out of me by some annoying boss. 
Does that mean that every time | play 
the game again I’ve got to suffer 
through three levels I'm good at—just 
to get to where | last left off? It’s like 
watching the first half of a movie ten 
times and each time being denied the 
chance to see the climactic ending. 
Well, | want to see the Death Star blow 
up! | want Fox McCloud to destroy 
Andross and his evil forces! | want to be 
the champion of all Street Fighters! And 
| even want little Ecco the Dolphin to 
Save the world and find his kind and 
loving family! 

What's even more confusing is that 


the next level is not even a matter of skill: it's some- 
thing’simpletike*hitting'the alien in the tongue or keeping away from the floating 
Slime—OF-evensomething really cheap like going left on the screen. Stuff 


like that 


If winning the game is only one cheat away, then hand that tip over, because I’m 
gonna win! Warp me to the next level. 
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DEVASTATING 
AERIAL ATTACKS! 


ONLY ONE WIL 
SURVIVE! 


NEVER “WRITE OFF” 


BEWARE THE 
MR.PERFECT™! 


BANZAI DROP! 


a saratenes 4. b-- ee ee 


LIVE-ACTION ~w PUNISHING 
VIDEO OF EACH ~~ PILEDRIVERS! 
SUPERSTAR! y Ne ; 
fF ANE 2 
wt —_ i “A: 


BRACE YOURSELF! A supercharged lineup of 20 Superstars collide 
in the ultimate World Wrestling Federation® slugfest! Ballistic Tournament 
battles, “No-Holds-Barred” brawls, thrashing in and out of the ring action, 
brutal fight-to-the-finish Steel Cage matchups...and more! 

Do you have what it takes to escape this ring of steel? It’s time to 
unleash the Rage in the Cage™! 
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WE RE CHEWING UP THE 


TREVOR McFUR in the CRESCENT GALAX Y™ 
avatlable now 


CHECKERED FLAG™ CYBERMORPH™ 


coming soon available now 
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Atari, the Atari logo, Jaguar and the Jaguar logo are ™or ® of Atari Corporation. © 1993 Atari Corporation, Sunnyvale, CA 94089-1302. All rights reserved. 
Cybermorph, Checkered Flag and Trevor McFur in the Crescent Galaxy are trademarks of Atari Corporation. All rights reserved. TINY TOON ADVENTURES, characters, 
names and all related indicia are trademarks of Warner Brothers, licensed to Atari Corporation © 1993. Raiden® is licensed to Atari Corporation by FabtekR®, ©1993. 
Yoshi's Cookie is a trademark of Nintendo of America Inc.© 1992, 1993 Nintendo of America Inc. Mario is a trademark of Nintendo of America Inc. All rights reserved. 
Sonic the Hedgehog™ is a registered trademark of SEGA of America, Inc. All rights reserved. 


TINY TOONS™ 


coming soon 


Here’s something to 
gnaw on. The 
m® new Jaguar 


se interactive 


multimedia 
system has a mind 
blowing 64 bits of 
power, compared 4 
to a wimpy 16 bits —— 
for the competition. 64 bits means 16 million 
colors in a 3D world. Breakneck speeds. Cat-like 
control. And special effects like you see in the movies. 

How does it sound? Well, if this ad had a volume 
button your mother would be yelling at you to turn 
it down. Car crashes, alien screeches, jet engines 
and other bone rattling stereo CD quality sounds 
will make you jump out of your seat. 

When you do, make sure to run to the nearest 
store. Everyone else will be there chomping at the 
bit to buy one. 

What we're really saying is Jaguar’s 64 bits eats the 
competition alive. Sink your teeth into it and you'll 


see what we mean. Get Bit by Jaguar.™ 


CIRCLE #105 ON READER SERVICE CARD. 


E Fit remove the needless VioeoGanes MAGAZINE RESPONDS: 
Eas wee from the games or remove | Aa of poltsan ond to 


—Daniel Lungren, Attorney General uler ave my child ade to be a father 
of the State of Ca S 


ple. And |’ll bet | 
up this claim. oe 


While our government c 
ent for the world’s 


Dear VineoGames Magazine, 
| am writing you today to ask you to stop the manufacturing, 
licensing, distribution or sale of any video game that portrays 
graphic and gratuitous violence, including but not limited to 
the games Mortal Kombat and Night Trap. 
Let me be clear: | am not proposing legislation, government 
regulation or litigation to curtail the availability of these video 
games. Instead, | am appealing to your sense of corporate and | 
personal responsibility: Either remove the needless violence 
, from the games or remove the games from the market. 
Never before has our society seen such gruesome acts of 
violence committed by youths at younger and younger ages. 
The number of juveniles arrested for murder in the United 
States increased 119% between 4986 and 1991. Here in 
California, the number of juvenile arrests for murder increased 
over 136% during the same time period. See ga —_ rr + 
Continual exposure to violent images and themes invari- {]] aoe i. 4 |. E ROCK & ores 
ous entertainment may not be the direct cause of these atro- aa ’ a _— Sams officials since j L has received constant h 
cious acts. But interactive video games which promote vio- | bis a : ’ | ss | Clinton likes i its birth. It's funny to not drassment by elect- 
lence do ae desensitizing impact on young, . - |; 2 : _— - RAR é that President Bill 
impressionable minds. ra : . ! 
Studies of both television and video-game exposure have ‘*£ qa | BS alia di 0) Stallone’s Rambo fi 
found that violent video images encourage aggressive activity | _.. grew up hii Hi ere. However, the early ’ li films upset parents 
and antisocial behavior. For example, a 1987 National Coalition | . ow “TELEVISION. flicks seems okay. (So ag 
on Television Violence study found that violent video games — continues to ruin aoe television's Marrie 7 a 
lead to more aggressive behavior by children. Sunday night, des : lives of millions of children ith Children 
The message conveyed to our children by these violent > | have it taken off hie @ efforts by Michigander T at 9 p.m. every 
video games is that the only way to win or be successful and 4 i ENTERTAINER alr. erry Rakolta to 
obtain power is to demean and destroy opponents while strip- , kept him off teley; RS—Elvis’ 
ping away their humanity. | am particularly disturbed by the he a him! Elvis lat €vision, and ev. 
fact that many new video games are more realistic in their por- j er went on to 
 trayal of graphic violence and other adult-oriented themes. 
This trend ignores the industry's own statistic that approxi- 
mately 70% of all video games are owned by children. 
Leadership comes from the top, and that is why | am call- 
ing upon you and other industry leaders to remove the need- 
less violence in your company’s video games Or withdraw 
them from the market. Let’s all explore new ways to challenge, 
educate and entertain our youth rather than going for the 
cheap, mindless, misleading and dangerous thrill of video- 
game violence. es ; oe “a V 
| look forward to your reply and consideration of this = . a ’ as o a a ei 
Rec. 3 . , re 
 aslaaieaunee . : ae Editor in Chief, VIDEOGAMES Magazi 
azine 


Sincerely, 
Daniel E. Lungren 
Attorney General 
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Come On Baby, Right My Fire 


By Zach Meston and Mike Miles 


VinEoGAmes chats with Rhett Anderson and Randy Thompson, the lead programmers of Stellar 
Fire, about Sliced HAM (the graphics mode, not the meat), bad translation and why they wouldn't 
have freed Willy Beamish. 


VioeoGames: /s Stellar Fire just a sequel to Stellar 7, or an entirely new game? 


Rhett: This game was designed from scratch, although Stellar 7 players will feel at home. All the 1Q for 
the aliens is new. All the shapes are new (well, the artists might have lifted a couple from Stellar 7 or Nova 
9, but I'm not sure). | designed and wrote the entire 3-D system. We are not using Dynamix’s 3Space 
graphic system. This is a 3-D system optimized for the 68000 and optimized for this game. 

Tim Midkiff wrote the graphics converter for the vehicle preview screen. It does an unbelievable job of 
taking a VGA screen and making it look great on a Sega shadow/highright screen (actually shadow/high- 
light, but it’s called shadow/highright in Sega’s humorously translated documents) using his own palette 
selection routine combined with one | came up with when | created Sliced HAM mode on the Amiga. Shadow/highlight mode adds 
some colors to the Sega’s 512-color palette and gets 59 or 61 colors (some weird number) on the screen at once. 

VG: /s there FMV in Stellar Fire? Does it use more than 16 colors? 


Randy: Yes, it uses more than 16 colors. Games like Night Trap use “lossy” compression—the video image looks muddy because it’s 
altered to compress better and play faster. | chose a lossless method, and achieved a 30 fps frame rate with a larger screen area than 
you find in most other games’ FMV. 

VG: Rhett, why did you create Sliced HAM? How did it work? 


Rhett: | created it to do game title screens, put it out as public domain and people went crazy with it. HAM is an Amiga mode that gives 
you very colorful images without using up much memory. It lets you have 16 palette colors; all other colors in the image are “modifica- 
tions” of the previous on-screen pixel. Sliced HAM lets you change the 16 palette colors on each display line using the Amiga’s copper 
(graphics coprocessor). A well-done SHAM picture doesn’t suffer from the fringing effects that a HAM picture does. | consider it dead 
now that AGA Amigas are here, but it’s still supported. 


VG: Dynamix’s first Sega CD game, The Adventures of Willy Beamish, had some major problems. 
What happened? 


Rhett: | got pulled off Stellar Fire to help with Willy Beamish, but it wasn’t my product. Randy and | 
tried to get it held until it could be sped up, but the programmer was dead at the end of the product. 
Shoehorning a PC game into the Sega CD was a bad idea. It wasn’t [the programmer's] idea, of 
course; he would have done it all in ML instead of trying to get the PC code to compile, but Sierra 
and Dynamix wanted their systems to run on the Sega CD so they could port their games over. | 
think of Willy Beamish as the sacrificial lamb that let Randy and me call the shots on Stellar Fire. 


NYPD BIWeyor, pepe aaa 


he original Japanese version of 
the Sega CD shooter Si/pheed had 


ae e z : Salis from Mortal Kombat - headband + beret 
some, er, dramatic sound bites that didn’t ~ SE LED I 


+ ponytails + camouflage tattoos on thighs + 
anorexia = Cammy from Super SF II 


go over too well with the morally sound 
folks at Sega of America, who demanded NBA JAM + lots and lots of stupid people = 
that Game Arts (the programmers of NBA Jams” 


Silpheed) remove the naughty language. @1993 GAME ARTS EGM + more pictures - proofreaders = Diehard Game Fan _ 


Game Arts complied in a very sneaky way: : 
You don't hear the sounds during the game, but you can easily play John Madden Fi ootball + features that could've been in- 


them from the game’s “hidden” voice test (see the December VioeoGames). Before you : eae sh ee place * people willing : shell eS ts 
do that, however, why not take the following short quiz and try to guess whether each : Maciden '92 - A 494 os over and over = John 
quote is taken from the R-rated TV show WYPD Blue or the GA-rated Si/pheed? Fest an : 2 
i are ‘ ‘ European magazine Super Play's “Good/Bad/Ugly” 
1. “G-dd--n it, it’s a trap! 4. “G-dd--n sightseers! Time to go back to hell! 
9 “Jug!” é 5 “lm hit! i hit! Hit bad Se — review format (December 1992) + EGM weasels - 
3. “S--t! They got the carrier!” 6. “| can’t shake him, d--n it!” : integrity = EGMs “The hele Bad/The seas 


_ review f tober 1 
—Zach Meston ew format ae obe = 


‘paeudyis wo) ae sajonb ay} jo jy :suamsuy 


1. Clay Fighter by intergiay 1. Madden AFL 'S4 by EA Snoris ne 
2. Madden NFL ’94 by EA Sports 2. NFL Football 94 starring Joe Montana by Sega 
3. NHL Hockey 94 EA Sports 3. Sonic Spinball by Sega 
4. NBA Showdown by EA Sports 4. Mortal Kombat by Acclaim 7h, GENE 
5. The Secret of Mana by Square Soft 5. NHL Hockey ’94 by EA Sports nae 
6. Tecmo Super Bow! hy Tecmo 6. Tecmo Super Bowl by Tecmo Same as pe 
7. Super Star Wars: The Empire Strikes Back by JVC 7. Disney’s Aladdin by Sega S & 5 \ Ey 
8. Mortal Kombat by Acclaim 8. Street Fighter Ii by Capcom : we ea * 
9. NHL Stanley Cup Hockey by Nintendo 9. Bill Walsh College Football by Electronic Arts YF 

10. Disney’s Aladdin by Capcom 10. WWF Royal Rumble by Acclaim 


|__NEXT GENERATION 
VIDEO GAME MAGAZINE 


18612 Ventura Bivd. ; 
Tarzana, CA 91356 a 
Issue reviewed: 
aa Volume 1, Number 12 

: $4.95 monthly 


Diehard Game Fan is 
a slick-looking zine 
with lots of color 
pictures and frus- 
tratingly unread- 

able type. Its per- 

centage rating 
system seems a lot like 
-Qrades from high school, but it doesn’t seem 
like anyone on staff ever graduated. Aside from 
the poor quality, the most fun can be had by 
reading each page and counting the numerous 
Spelling errors. Hey, guys, at /east run spell check 
on your Mac. It's easy! HOT TIP: Command, Op- 
tion, Shift, L in Quark 3.2. 


EGM look like a bunch of nuns. Reviews are short 
and sweet, with the three editors, Mr. Nuts, Dr. Be- 
tameg and Nobunaga, each giving their two cents. 
This zine practically lives up to its subtitle, “For the 
Hardcore.” Next issue will feature X-rated games 
from Japan. Ooh-la-la. 


BEYOND GAMING 


89 Arundel Place 
St. Louis, MO 63105 
Issue reviewed: No. 1 
$1 bimonthly 


Beyond Gaming is a spe- 
Cialty zine focusing on the 
Neo*Geo, sports games 
and arcade games. It also 
gives technical specs on 

the various game sys- 

tems along with a glos- 
sary of what all the high-tech 

talk means. This issue features a review of NBA 
JAM, along with Neo*Geo and sports game pre- 
views and reviews. It’s about time that there was a 
Neo*Geo zine; hopefully, it'll start putting in strat- 
egy guides next issue. 


De ae ee 


15803 Signal Creek Drive 
Houston, TX 77095-1624 
Issue reviewed: No. 4 
$1.50/issue irregular 


Video Apocalypse recently upgraded its design, 


15623 Hart St. 
Van Nuys, CA 91406 
_ Issue reviewed: 

Premier Issue 
$3.50 monthly 


G-Force is a solid, 
-28-page zine out of 
the L.A. area with 
lots of cool info on 

new games, animé 

and manga, as well as reviews. It’s 

not afraid to use “language,” and its attitude makes 


2. Super Mario Land by Nintendo 


trivia. I'd like to see more of this kind of cultural — 
scavenging in the future. 


| 2. TMNT: The Manhattan Project by Konami 
3. Kirby’s Dream Land by Nintendo 3. Caesar's Palace by Virgin 
4. Legend of Zelda—Link’s Awakening by Nintendo 4. Batman Returns by Konami 
9. Kirby’s Pinball Land by Nintendo 5. Tecmo Super Bowl by Tecmo 
6. Yoshi by Nintendo 6. Jurassic Park by Ocean 
7. Tetris by Nintendo 7. Kirby’s Adventure by Nintendo 
8. Super Mario Land 2 by Nintendo 8. Tiny Toon Adventures 2 by Konami 
9. Jurassic Park by Ocean — 9. Super Mario Bros. 3 by Nintendo 
10. Final taney Legend Il by Square Soft 10. Yoshi by Nintendo 


and it looks hot. Filled 
with hyper-opinionated 
columns by each of the 
contributors, there are 
also political cartoons 
and reviews of every- | . gon Ree 
thing (books, games, /° ASS Re but = 
music, movies). VA |.-> BRA yaare 
attempts to take 
gaming to a political 
level, although some | EES SG 
of the hypercritical, pseudoin- Se 
tellectual authors seem to take themselves a little 
too seriously. The censorship debate forum is cool, 
but it should break up the text a little more (how 
about a third column on the page?). The article on 
video-game egos was the best. It’s good to Know 
that we’re not the only ones with bigheads. 


DIGITAL PRESS 


44 Hunter Place 
Pompton Lakes, NJ 07442-2037 
Issue reviewed: No. 14 
$1 bimonthly 


This issue is devoted to 

the winners of the Dig- 
Ital Press scavenger 
hunt. It includes inter- 
esting photos of a 
video game with a 
score of 666 (Cen- 
tipede) and unli- 
censed Nintendo 
games (Bubble 
Bath Babes and 

Hot Slots). This 
one is for lovers of video-game 
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SEGA-CD"owners asked. We listened. Now, it's here... 
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SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. Game (C) 1992 Game Arts. “LUNAR?” is a trademark of GAME ARTS. Licensed from GAME 
_ ARTS sis WORKING DESIGNS, 18135 Clear Creek Road, Redding, CA 96001. This game produced in 3B, eh? For a dealer near you, call (916) 243-3417 ext.190. 
CIRCLE #106 ON READER SERVICE CARD. 


P.S. Is there any way | can 
send Ms. Elizabeth Malecki 02 Ne 
(the woman who plays UMA 

Sonya) a letter? I'd like to 
send her one. Don’t worry, 
it wouldn't be anything 


Mechanics 


Hey Brett, you're right—you can fight 
Reptile with Sonya. As for contacting Ms. Malecki, 
the best we can do is give you Midway's address: 
Midway 
3401 North California Ave. 

Chicago, IL 60618-5899 
You should suggest starting a Sonya fan club. 


~ Having just finished reading your magazine's 
~~ coverage of Mortal Kombat (October ’93) | have to 
+> Say the author of the article deserves a “major 
-) sucking chest wound.” Having spent several days 
trying to execute the fatality for the Sonya in the 
Genesis version of the game without success, my 
conclusion is that the author just made up a fatal- 
ity move. 

This conclusion also stems from the fact that the 
article on Reptile states that the only character that 
= Can't fight Reptile is Sonya because to execute her 
fatality, you have to use the “Block” button. 
This...person conveniently forgot that Scorpion 
also uses the Block button. 

Why does your magazine and your contempo- 
raries portray the female characters in video games 
as helpless, leggy babes, who need saving, or 
man-hating punching bags? (See Chun Li & Sonya.) 


Extremely HACKED OFF!! 


D.C. McKay 
Chicago, Illinois 
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Who do you think we are D.C., EGM? We never 
make up anything. How could we have gotten a 
picture of Sonya doing her finishing move without 
actually doing the move ourselves? Obviously, you 
must be pretty bad at Mortal Kombat if you can't 
do a simple finishing move that we gave you! By 
the way, you don’t have to push the “Block” button 
to execute Scorpion’s finishing move. Sure, it’s 
easier, but only for those people who are really 
lame and can't manage to do a finishing move 
without some help. 

As for the video-game industry's portrayal of 
women, if anything, VioeoGames is the only maga- 
zine that tries to break down feminine stereotypes. 
When you look at EGM and Diehard Game Fan, 
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you'd think that women still belong only in the 

~~ been playing the amazing kitchen or the bedroom. We try to break stereo- 
smash hit Mortal Kombat I! types, not support them. 

nonstop since it has been released. 


Did you ever wonder, “How'd they do <i ANGRY WOMEN 
that?” VioeEoGAmEs got the behind-the- peewee’ I’m a 13-year-old from Monterey, 
scenes scoop on the making of the California, and I’ve got a lot to 
arcade game parents love to hate! Say to the 50-year-old who said 
that women don’t like violent 
_ games. News flash—I know of 
at least eight 18-year-old 
women who are about 12 times 
better than | am at Street 
Fighter Il, Mortal Kombat and 
Samurai Shodown. Women 
are violent; just look at my 
mother. It’s just that some of 
them, maybe the smarter ones, take it 
out on video games instead of their children. 
Think about it carefully. 


Dylan Reynolds 
Monterey, California 
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We hope everything is going O.K. at home, 
Dylan. Remember to call 911 if things get hairy 
with your mom. Keep in touch. 


AN ARTICLE THAT ROARED’ 

| have read the October '93 issue of ViocoGames 
and was Satisfied with the coverage you gave of 
the upcoming Atari Jaguar System. Compared to 
EGM's coverage in a recent issue, your article was 
topnotch! Sure, they wrote and published the first 
article about Atari’s Jaguar conference; but their 
article paid no attention to 
detail and filled only one 
page. They acted like the 
Jaguar was an inferior 
new product. | commend 
you on giving the 
Jaguar the coverage it 
needed. 


Wes Worthen 
Gladewater, Texas 


| currently get three mags, and | am very angry 
at all of you. The Genesis vs. SNES version of 
Mortal Kombat and the issue of censorship went 
on and on in all of your mags, yet not one word 
has been mentioned about SNK censoring the 
home version of Samurai Shodown. 

SNK is blatantly ripping off NeoeGeo owners. 
It’s made no announcement, nor has it offered 
any explanation. | respect [Nintendo] for at 
least being open about its decision. SNK, on the 
other hand, has been sneaky and underhanded, 
as it did nothing, even after all the mags gave 
Shodown glowing reviews. 
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| only happened to find out when | called its 
game lord and got the bad news on a voice-mail 
recording. This hardly qualifies as a public 
announcement. 

| paid a lot of money for a NeoeGeo system, 
and the carts are all very expensive, but to get the 
exact same game as the arcade justifies the 
money. Now | can’t get the same game or even a 
choice. You do your readers a great injustice by 
ignoring this issue, because never before can | 
remember a game company purposely conning its 
customers. 

Somebody needs to make the public aware. 


Gerry Hentz 
Maple Shade, New Jersey 


We contacted SNK about the difference 
between the home and arcade versions of 
Samurai Shodown. What we found out was that it 
feared the kind of backlash it got a couple of 
years ago about the game Beast Busters. /f you 
happen to remember, Beast Busters was a shoot- 
er with lots of blood and guts. SNK Japan was 
afraid that there would be a similar controversy 
about Samurai Shodown, thus its decision to cen- 
sor the home version. At the last minute, the U.S. 
office decided to overrule SNK Japan’s position, 
but, unfortunately, the games had already gone 
into production. Thus arose the censoring of 
Samurai Shodown. 


COMPUTER PLAYER ALERT’ 
| recently have been introduced to the new (to 
po mar conow so Bade me) and amazing 

world of computers. 

uw Pve been a Nintendo 

go-getter since the 
fourth grade, but | am 
captivated with the 

* Y world of computers. 
1 The question | am 

_‘) about to ask | by no 
means mean to offend, 
| am still and will 
remain a fan of your 
mag (and subscriber), 
but do you think you 
could recommend a mag about computers? While 
you by far have the best mag for carts and a great 
game review section for computers, | would like to 
also have a mag for my computer. One that would 
still focus on games, but have a good software and 
technology surplus, too. | figure if | want some- 
thing good, | should ask the best! 


John Capita 
Watertown, Connecticut 


Look for our new computer magazine, Computer 
PLayer, hitting the stands in May. 
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The hottest pad we've seen is definitely the SG 
Programpad 2. For use with the Genesis, this con- 
troller is programmable so that you can come up 
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GRAY MATTER hn 


with secret moves at the touch of a button. The 
Programpad 2 even comes with pre-programmed - 
special moves for Mortal Kombat, Street Fighter a 
/1 Champion Edition, X-Men, Fatal Fury, Streets of : et . ms ieee : 
Rage 2, Jurassie Park, Sonic : : 
the Hedgehog 2 and David ee “Ciel Cahier I 
Robinson’s Supreme Court. we eS ; ! 
This is definitely the joypad 


for all the arm-chair cheaters | LCD isla. _ 


Put on.a Whole New Face! 


VIDEOGAMES T-shirts are 
printed front and back. All 
T's are 100% cotton, 
black with multicolor 
design on back and 
VIDEOGAMES logo on left 
front. X-large size only. 
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Start my subscription Name 

to VIDEOGAMES 

Magazine at the Address 
amazing low price of only $19.95 forthe § Gity/State /Zi 


next 12 issues and send my hot new Payment Enclosed ChargeMy — Visa _\MC 

VIDEOGAMES T-shirt right away! Not only do 

[ save $39 ofthe annual newsstand price, _# — ——CiC—Ci‘;‘;s;si~i ri 
my T-shirt is absolutely FREE! Signature 


MONEY BACK ON UNMAILED ISSUES IF NOT SATISHED! 


Foreign add $10. Make checks payable to L.F.P., Inc. Basic subscription price: 1 year, $19.95. Your first issue will arrive in 6 to 8 weeks. 
OFFER EXPIRES APRIL 18, 1994 


VideoGames, P.O. Box 16927, N. Hollywood, CA 91615 
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Rang 9. LAATRIAX” 


DTMC, VIZ COMMUNICATIONS, TRIAX AND VIDEOGAMES MAGAZINE 
GIVE YOU THE CHANCE TO WIN ONE OF 100 PRIZE PACKAGES! 


100 PRIZE PACKAGES WILL BE GIVEN AWAY: 


40 LUCKY FIRST-PRIZE WINNERS WILL RECEIVE THE RANMA 1/2: HARD 
BATTLE GAME FOR THE SNES BY DTMC, AN SNES TRIAX CONTROLLER, A 
RANMA 1/2 T-SHIRT AND THE LATEST ISSUE OF THE RANMA 1/2 COMIC. 


Francis Ford Coppola), Sanctuary (the story of a 39 SECOND-PLACE WINNERS WILL GET THE SNES TRIAX CONTROLLER AND A 


~ studly Yakuza hit man) and Macross |! (featured in RANMA 1/2 COMIC. 

‘the movie Airheads). Spidey had better watch out, 25 THIRD-PLACE WINNERS WILL RECEIVE THE RANMA 1/2 COMIC. 
because soon manga will be everywhere. Viz also 

has its own animation magazine called Animerica, 

and it is coming out with a line 
of videotapes. Its first two 
video titles are Ranma 1/2 and 
Mermaid’s Scar, the story of 
an immortal mermaid eater. 
Look for all of these titles at 
your local comic-book 
shop, or write to: 

Viz Communications 

P.O. Box 77010 

san Francisco, CA 94107 


a Wo a) its s frenzied popularity i in Japan. _ 

In addition to Ranma 1/2, 

| ~ other manga titles coming out from Viz are Mai, 
he Psychic Girl (soon to be made into a musical by — 
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DTMC Inc., Viz Communications, Triax and VioroGames Magazine are not responsible for late or lost mail. Employees of DTMC Inc., Viz Communications, Triax, 
VioeoGames Magazine and L.F.P. Inc. and of their subsidiaries and affiliates are not eligible, nor are members of their immediate families. All materials submitted, 
including, without limitation, the ideas and expression of those ideas, become the property of DTMC Inc., Viz Communications, Triax and VioFoGames Magazine and 
will not be returned. No purchase necessary. All winners will be notified by mail. One hundred (100) winners will be selected by the ViocoGames judges, who shall 
have complete and sole discretion in selecting winners. All decisions are final. All taxes and delivery on prizes are the sole responsibility of the winners. Winners [am 
release DTMC Inc., Viz Communications, Triax, ViocoGames Magazine and L.F.P. Inc. and their subsidiaries and affiliates in all matters relating to the use of prizes. No | 
substitution of prizes or cash equivalent allowed. One prize per family, 
Winners grant permission for use of their names, addresses and photos for advertising or promotional purposes without additional compensation. Contest void 
where prohibited by law and otherwise governed by California law. 


PI Oe Ae Boia 
ee Oe ee 
The Mini-Arcade’s docking design attaches 
to your Game Boy to make it a bit more & 
user-friendly than just a Game Boy by itself. 
Features include a mini-joystick, larger play but- 
tons, a fold-away magnifying lens and an inde- 
pendent light switch. The expansion unit also 
has a concealed storage compartment for two 
cartridges, headphones and two stereo speakers. 


HANDYGEAR FOR 


h GAMEPF GEAR BY STD 
arr o%0\ lf you want a hand-held controller 


with heft, these are for you. Rapid fire, 
= <a 7 slow motion, and a battery powered 
backup memory combined with a nearly inde- 
structible case, make the CYBERpads sturdy 
enough to take on even the fiercest game player. 
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This portable Mortal Kombat may be the only version of the game that allows you to 
control the four-armed mutant, Goro...so listen up, because it’s not easy to do: 

First, you have to defeat Shang Tsung and win the game. (See, | told you it wasn’t 
going to be easy!) Watch the credits roll by and wait for the words “THE END” to appear. 
Point the control pad to the Upper Left position and hold it there, and hold the SELECT 
(AccLaim FOR THE GAME Boy) and A buttons as well. Continue to hold those buttons down until the screen fades and 

the words “ENTER YOUR INITIALS” appear on the screen. 

Next, input your initials and press A. When the the high score table appears, press START: you'll get a screen that 


reads, “Goro lives...as you!” Congratulations; you've just discovered a hidden version of Mortal Kombat where you play 


as Goro and all of your opponents have been given new names! 
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Sega of America Inc. Turbo Technologies Inc. U.S. Gold (Flashback Gameline) 
idk ai 591 TAY a : (31 0) 337-691 6 (900) 288-GAME 
Le} HIC < atime) HOURS: 24 hours a day, seven days a week 
COST: 85¢ per minute 
TIPS: Touch-Tone menus of recorded messages 


midhight (Pacific Stande 

Sunday—6 a.m. to 7 | 
Time) ee a <] ta = Jai mint . 
COST: Standard we - stance rates. OURS: 24 hour od /PS: Tips and strategies for Data East’ S 
Redmond, Washington, apply. =” COST: 95¢ per minute . cS a wre een’ Shadowrun for the Super NES are the primary 
TIPS: Nintendo's game counselors field ques- TIF 7 Ie offers Touch-Tone mer : tees Mar heey resource, Dut help is available for many He | 
tions about any licensed game for the NES, with recorded mess ges of ‘ip: and strategies for  Selors may also be available during normal busi- Data East titles, including Side Pocket and High | 
Super NES or Game Be hia recent Alar aes ne Lynxand Jaguar. ‘ness hours. Seas Havoc. | 
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\ Set the “SOUND” to Next, choose a character Quickly press A+B+C Codes for use with Galoob’s 
} “OE”, then press A. and press A. and release. Game Genie Video Game 


——To earn extra credits in this arcade-based showdown, 
choose “OPTIONS” from the title screen and set the 
“SOUND” to “OE”, then press A to listen to the sound. 
Next, choose “EXIT” to return to the title screen and start 
the game. At the “SELECT YOUR PLAYER’ screen, pick 
a character and press A; then, when your character looks 
up, quickly press the A, B and € buttons at the same 
time and release them. If you've done this trick correctly, 

you'll start the game with 99 credits in reserve! 
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: OPENING 2 AKARA FOR THE GAME Boy} 
| va | _002-37D-E6E—Infinite lives 
Visual 3 | FAB-E9C-4C 1—inhinite energy 
| pam e | SEA-89F-6E9+02A-8AF-7FD+E0A- 
1 ENDi 1 : 
3 ay Oa 8BF-2A9—Start on level three 
i | | | 
Hold SELECT+Il+Down+RUN. You'll access the “Exile 2 Visual Watch the ending sequence—it's 


Viewer” menu. ; a killer! 
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| Password Trick! : 
Our contacts have cracked the codes for Jurassic Park’s password system. 
_ Just use the following password formula to start on any stage: 
JP_0_ARK 


Change the parameters of this password by entering different characters in 
the third and fifth positions. 3 | 


e Enter “G” as the third character in the above password to play as Grant, or 
use “R" to play as the Raptor. : 


e Choose your starting stage by entering a number in the fifth position of 
! the above password. Use “1” through “7” for Grant, or “1° through “5” for 


Use our formula to create You can see the ending scenes the Raptor. 


your own passwords. for both characters! 


Note that the fourth character in the password should be the number zero, 
not the letter “O.” To illustrate how the formula works, let’s say you want to play 


as Grant and start on the fourth stage; your password would be “JPGO4ARK.” 
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iFirst, enter th input the super Press and hold A, Exit from the pass- It’s 
“OPTIONS” menu, cheat password _ then B, then C, then 
then exit. “NYUKNYUK’ and = START. 

| highlight the arrows. 


Pea 


the 


1) a 
e secret stage 


word screen and _ select/sound test 
start the game. 


any 


MATE GeotniwG 


ON GAME BOY" AND GAME GEAR 


Check it out, man! Bart’s takin’ it on the road with his hot new 


portable hits! He’s “on lead,” live, dangerous and touring the world 
in three chart-topping Simpson™ smashes! So grab your GEAR 
and get ready to jam with the BOYs! Nobody plays like the legend- 
ary Bart Simpson...uncut, uncanny and TOTALLY UNPLUGGED! 
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The Simpsons TM & © 1993 Twentieth Century Fox Film Corporation. All rights reserved. Sega and Game 
Gear are trademarks of Sega Enterprises, Ltd. Nintendo ®, Game Boy® and the official seals are registered 
trademarks of Nintendo of America Inc. Flying Edge & Acclaim are divisions of Acclaim Entertainment, Inc. 
TM, ® & © 1993 Acclaim Entertainment, Inc. All rights reserved. 


CIRCLE #104 ON READER SERVICE CARD. 


During the game, call up the “bomb parts” screen by pressing OPTION 
2 when not standing next to a monitor. Next, press Up, Right, Up, Left, 
Down; youll hear a buzzing signal to indicate that you've triggered the 
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Press OPTION 2 to access the “bomb Press Up, Right, Up, Left, Down. Now Redd can’t be hurt! 
parts” screen. 


During the game, call up the weapon screen by pressing OPTION 2 twice when not standing next to a 
monitor. Next, press Down, Down, Down, Down, Right, Up, OPTION 2: you'll get a full supply of 
every possible weapon! Repeat the code whenever you need a weapon recharge. 
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Press OPTION 2 twice to access the Press Down, Down, Down, Down, A full arsenal of weapons at 
weapon screen. Right, Up, OPTION 2. your fingertips! 


View the map screen by pressing OPTION 2 while standing next to a monitor. Next, press Down, Up, 
Up, Up, Up, Up, Right; you'll hear a buzzing signal to confirm the code. Now you can pick a level by 
pressing Up or Down orethe directional pad; the number in the lower-right corner of the screen shows 
which stage you've picked. Pressing Up and Down also toggles the score between “00000” and “00128”; “00000” 
puts you at the beginning of the chosen stage, and “00128” takes you to the end of the stage. When you've finished 
Setting the stage numbers, press OPTION 2 to warp there! 
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Press OPTION 2 to access the map Press Down, Up, Up, Up, Up, Up, Change the numbers to pick a You can head directly to any 
screen. | ight. different stage. z “boss” character! 
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CIRCLE #109 ON READER SERVICE CARD. 
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Use radar to find the lower-left 


Blow this one up! 
obstacle in Level 1 or 4. 
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“—— 60% DAMAGE | 
: Here's a Ryu combo from Eric Suzuki, formerly of Capcom; it appears on the video tape Street Fighter Il: Mastering Great § 
Combinations & Strategies from Golian Castro Productions. Jump over your opponent and deliver a Roundhouse Kick just as you 
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A hidden Warp Link appears. 
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2. Series of atlacks in a fighting game 
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reach the back of his or her neck; then land with a late Fierce Punch followed by a Jab Dragon Punch. 


Press 7 to jump C on the way down 


aan 350 


Turn, press Z 


DAMAGE <—— 


This Killer Kombo comes directly from The Snitch, our underground Kombat expert. Using Blue Suede Goo, start with a jumping 
medium punch to deliver the Flying Belly Attack; as soon as you land, deliver a brutal kick Hair Blade, followed immediately by a brutal 


—— 


Super NES) 


To give your life reserves a super boost in Tom & Jerry, simply press 
START during the game to pause, then press L, Y, B, B, A, X, Y, Y, B, R. 
The game will no longer be paused after pressing the last button in the 
sequence; this confirms that the cheat has been entered correctly. Con- 
tinue to play the game; whenever you lose a life, you'll see that your total 
life reserve counter seems to be stuck at “9”. This is because the counter 
Only goes up to nine, but you really have 99 lives in reserve! The num- 


ber will go down if you get killed more than 90 times, but it’s doubtful 
that you'll use ‘em all up in a single game. 
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FOR USE WITH DaTEL’s Pro AcTION 
Repcay Game BustinG CarTRIDGES 


KING OF THE 
MONSTERS 


(TAKARA FOR THE GENESIS) 


To skip any stage in Jom & Jerry, press START to pause the game, then press 
LX AY, Y, B. R. You'll ae instantly to the end of the current stage! You 
ick as many times as Seka ie Sa the whole game. 


Lie, Gee < “ a. 
\aN ‘, 
SGuseeeeeeeei 
a’ 

tga 


Press L, X, A, Y, ¥, BR Boom! You're ot the end Move on to the next level! 


while the game is paused. of the stage. 


oF LLif£Al, UBANTIVUR ESL IU 


(Capcom FOR THE GENESIS) 


In last month's Tips & Tricks section, we told you how to perform three tricks that made the Genesis 
version of Street Fighter /l even more “special.” At the time, we thought a six-button control pad was nec- 
essary to enter the secret code. Fortunately, our overseas contacts have discovered a three-button version 


of the code as follows: 


THREE-BUTTON CODE: Down, €, Up, A, A, B, B, C 
Use these codes while the “CAPCOM” logo is appearing, when the building is fading out or at the 


“Battle Mode Select” screen for different effects! 


(ACCLAIM FOR THE SupPER NES) 


RO a 


Distt 


LG 


rnc 


Th 


(NINTENDO FOR THE GAmeE Boy) 


Bors 


BATTLE NODE SELIET 


/ 
btm anzion SHINOBI 


(SEGA FoR THE Game GEAR) 


FEBRUAR 


At the sword enty so een, 
input the password ' CON 
FIG" and fill up the rest of the 4 
spaces wi Hl BETO) ds (See o E | + 
ee the orrect formal |.) a 
ull acce ss a hide 
‘Configuration Mode’ menu with full. 


(RENOVATION FOR THE GENESIS) 


ound test for music, voice and effects: )e able to = 
=djust heclefaal ekinns ter acy, Sig power ad oawork abi 
: = CONFIGURATION MODE | FS SESE SE ee ee Sek 
AOSCOLS K | 
PASSHORD to MUSTC FEST 66 | a - | 
CoN bit om we Ons | \ Vf | CE TES) nh | | 
Sen one See Bee oo SOUND TEST 986 | e 
: | AME EVE > |) See ee: | es = 
ii a ee GAME EEVEE 3 | iF = - == 
ABGDEFGHId POWER LEVEL } i } \9 
KEMNOUPGRS I -an =—vi at ee =}. | \e 
UVA KY Zvaes FOOT LEVEL ' : a 1 18 
Oe >) Cn a) EAE) i “ini E. \ s 
i A SS ite SE SS OS a 
Ente! ne - asswo rd “CC Presto...the secret Whoocosch! She’s on fire! : : : hee 
FIG” followed by periods. “Configuration Mode” menu! FFEFF- Aoo0s—t Jolimied © energy | 


FFEFE-10037— “‘Unii mited c apples 
FF7E3-C0033—Infinite liv 
FFEFE- 30039—Alwar rys have 


ot 


(CAPCom FOR THE SupPER NES) 


(ATARI FOR THE LYNx) 


lf you've played through Capcom’s 
SNES version of Disney's Aladdin, you 
may have reached the ending sequence 
and eventually shut the machine off after 
watching “The End” displayed on the 
screen for several minutes. If you did, you 
missed a secret fireworks display that only 
the most patient gamers have witnessed. : | : 
You may have to wait.a long time for the ager nen 00. wil sti ale 
fireworks to appear; one of our contacts Soc cue. 

had to wait for nearly 15 minutes! 


7E03-¢ “62 433 3—Inf finite lives. a 


7£03-6937—Infinite apples. a . 
i 7E03- 6708—Infini ite e energy 
, EO 1—Start the game will the appl 

f 034 6£99—Star the ge me with v 


Even stranger Is Atari's Lynx version of Lemmings, which was developed by DMA jan Ltd. in the U.K. 
Beat this va ectehe ( the credits yo uit get to iene roe coe ie ded on a game 
cartridge! It lasts for just over 11 minutes, rambling on and on about such divers pied is the lost 6 
Atlantis, Michael Jackson, software p piracy /, DMAss “shiny greén office building,” “ali ns (“the suckers that 
come from space and not the ae tha yo steak in your county when yo rent coking) and tocol 
cake; there's even a Special message for vampires. Here’s the closing paragraph of the text (with punctuation 
added for clarification.) We thought | it was rather profound: 

Enjoy your Lynx. It is the best of all the hand-held portable machines. Only with your support can we pro: 
duce software for this lovely little piece of hardwe Hib LN Eady 
| may not have plans to do anything in the immediate future on the Lynx, but if it is still around in a few years 
maybe !ll do Lemmings II on it 

Then again, maybe not. | suppose | would have to be n ad to atl lempt it; but then again, anyone who 
attempts a major programming feat using a 6502 must be mad. But don't forget the lovely hardware—this lit- 
He machina can 0 tore 1b the Gisblay Wan an Manin tan Mads de Pele Ma etfs fean, for belto 
insane enough to design such a nice piece of hardware and having the foresight to produce their development 
Soitware on the Amiga. Maybe it's because they had something to do with that as well? Bye... 


030X-4 40D6—S Stage selec (replac e X wit 
a number from Q ere ? or A) } 
0464-7FD6— Stop the timer 2 
-95D6—Unlimited energy, player 1 
gg iF. 9606 —Unlin ited energy, compute 


O08 


00c2 -9 203—Invulnerabi lity | exe 
nso fatal falls ¢ and t b ™ 
C9. 983 —U; nlimit 


te Ses See 
It's a new world record! 


OOo... 
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~ Who is the mysterious Black Ace? A passionate racing game fanatic, Jesse James Bell com- 
bined his knowledge of Formula One facts and figures with an eye for strategic analysis to detail 
the nuts and bolts of UBI Soft’s F7 Pole Position, a game he describes as “the be st racing game, 


bar none...the king of the F1 games.” Listen, 


DRIVING 
e PRACTICE—At the ‘tart of a race, always use the “FREE RUN’ option to 
experiment with your car's settings. Once you've settled on a particular 
setup, save the files for that track. 
e QUALIFYING—When qualifying for a race, set up your car as follows: 
Steering: 1 oF 2 Tires: Compound 
Gear Ratio: Use 1 to 3 for technical tracks with many turns, 4 or 5 for 
medium tracks with long straights and tight turns or 5 through 7 for fast tracks. 
_e BRAKES—The Black Ace recommends soft brakes for every race, since you 
have other means of slowing your car: Just let up on the gas to coast into the 
corner or simply downshift. (Yes, it is possible to force a gearshift even if you’re 
using an automatic transmission.) If you use brake settings 5 through 7, you'll 
wear them out quicker, So try to go easy on them until the last lap. 
e SUSPENSION—Use 1 to 3 for technical tracks, 4 or 5 for medium tracks or 5 through 7 for fast tracks. 
e START OF THE RACE—Don't get caught napping at the green light; if you do, the field of cars will leave you in the dust You 
must put the car in gear as soon as the light turns green. If you get a good start, go for a quick pass if you can. : 
» © RACING LINE—f you are running with a pack of cars approaching a corner, stay tucked in behind 3 
the car in front of you and set him up for a pass. You may have to pump the gas to maintain your 
“| position—be careful not to run into the ae . Nee yo nee be 
able to pass him down the next long CATT y3 TT 
Straight. 
e BLOCKING—You can acl being 
passed by another car if you stay in the 
"J proper racing line that the cars follow. 
Watch how the computer-controlled cars 
take the corners on a particular track, 
then try to stay on that line in.the next 
lap; your opponents will not risk going 
off the line if they want to pass. © : 
e SPINOUTS—If your car goes-into a 
spin, try to steer in the opposite) _ | 
direction to counter the spin. Your 
may end up with a “spin and win” like 
Danny Sullivan had at the Indy 500! 
e PIT STOPS—Races are ten laps@ * 
long. If you drive a good race without? 
= lunning off the road and hitting the 
=) walls and other cars, you should 
make your stop on the fifth lap. If yous - 
do make contact with something, pitfresmamance — 
as SOON aS you see some indication 
oeag hat your performance is dropping. If —-smemtis 2 IT 9 
you choose to go with soft compound <a = oe T iGh Re 
tires, make two stops; preferably onfwessec— — 
| the third and seventh laps. 
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[STRATEGIES 


— 


by Zach Meston 


(Konami for the Genesis and Super NES) 


aie 


Man, | am good! Not only does this guide reveal the locations of all the bonus levels 
in Konami's brilliant Gauntlet-ish game, but it’also gives you great strategies and passwords for both 
versions. (Massive ego? Moi? Nahhh.) Mucho thanks to Camela Boswell at LucasArts and Marlyse Cohen at 
Konami for their help. 


o like to hack people into tiny bits with axes) will 
ing funny. You'll have to Maatever it takes to 
ell against evil dolls and e to use your 

Eyshroom men, martians arg mato get rid of. 
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Watch out! Everything from jelly blobs to mushroom men to evil little ¢ 
eee wpe you. You'll even run across yourself—don't think they won’ 
ED The ancient artifaé? works great on mummies, the soda cd 
Bazook4to kill any chainsaw) aaigegs you come across. Stuff like zomb 
Here's what you're ue 


so) 


JELLY B 


MMY THE El 
DOLL | 


MANIAC 


ANLEY DECKER, 
HE CHAINSAW 


GILLMAN OF TI GIANT ANTS 
BLUE LAGOON soit 


_ 


” 


mt: 


pd 


RL Ps 
a 


of 


a, > Bh ae wo 


poe “ 


ae ba 
PR 2 2G: 
= ae o — - 


CHAINSAW WEDGEMAZE 
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lf the Maniacs (and you) destroy enough hedges, 
you get a Massive Destruction Bonus at the 
end of the level. You can get this bonus in any 
level with lots of hedges or walls to smash to bits. 


THE “ELUSIVE” THE MARTIAN: 
DR. TONGUE SPACESH 


NYP PAAR AMET AAQTIIE AL TEDMPDAL 
VK. VWONGUE'S CASTILE OF TERKOK 
There are three doors in the upper-right corner (and a Monster Potion behind the left 
door). Smash through the right door and walk into the right wall to enter a secret passage. 
Walk through the passage into the grassy area, then walk against the left wall to find anoth- 
er secret passage. Walk all the way to the left to find an area with a mad scientist, a 
Frankenstein monster and several items, including a 1-up. 


NALS WEEDS 
CHEERLEADERS 


You can find three Footballs on this 
level—pick them up and throw them at 
the football players. Make ten passes 
to score a Pass Completion Bonus. 
You can also destroy the UFO by throw- 
ing Soda Cans into the hatch that opens 
and closes. Blow up the UFO to score an 
Alien Invasion Repulsed Bonus. 


PARKGER Un 
PICWIE PARK 


There's a hedge near the middle of the level 
with a 1-up inside. It's the hedge with a 
wall on the right side. 
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(MONSTER PROBE 


This was originally the last level of the 
game, but LucasArts went back later 
and added another 12 (very hard) levels 
after this one. That's why it’s so tough! 
When you reach the Giant Spider, use 
all of your Pandora's Boxes, then switch 
to the Artifact weapon. Walk right into 
the spider and hold down the button to 
keep using the Artifacts. You won't be 
hurt by the spider, but you'll hurt it. 
When the spider moves away from you, 
wiggle the control pad to get through 
the sticky spider webs on the floor. 
When your Artifacts run out, switch to 
the Weed-Eater. 
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DAY OF THE 
Cin AlINS AW 


One of the Skeleton Keys you need to 
finish the level is hidden inside the hedge 
at the top of the level. 


— 

~ 
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AIMS GO laorgle! 


There's a 1-up on the far right side of the 
level. Walk into the building in the lower- 
right corner. Go into the bathroom and 
blow through the crack in the wall, then 
walk upward to find the 1-up. 


CURSE OF THE 
(M@INSTEN 


There's a hidden 1-up in the lower-left cor- 
ner of the Frankenstein room. Get it, then 
head for the giant spider at the top of the 
level. You need three Skeleton Keys to open 
the doors. Walk into the secret passage 
below the third door to find something 
helpful. After you defeat the Giant Spider, it 
turns into a huge floating head. Run into the 
“Safe spot” in the upper-right corner and 
attack the head from there. Destroy it to win 
the game. 


apre are seven bonus levels hidden in the game, but only six of them are real bonus levels. The seventh “bonus 
level” is the Credit Level, which you get to play after finishing the game. All of the bonus levels have helpful 
items, and most of them have super-spiffy 1-ups that you really, really want. 
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LEVEL 1 


ZOMBIE PANIC: 

The Secret Bonus item is hidden in the 
hedge at the top of the level, but you need a 
Bazooka to blow it open, and there aren't any 
Bazookas lying around. You just have to hope 
that a Bazooka appears when you open one of 
‘the two dressers on this level. If you dont get 
one, reset the game and try again (and again 
and again). The bonus level (Day of the 
Tentacle) features Purple Tentacles from 
another LucasArts game, Maniac Mansion. 


é 


LEVEL 17 


OFFICE OF THE DOOMED: 
The Secret Bonus item is in the upper-right 
corner of the level, behind a spider web. 
You need a Bazooka (or to be the Monster) to 
get through the web. The bonus level 
(Someplace Very Warm) has a T-up in the 
ey Naas corner. 


PASSWORDS 
Since the passwords don’t keep track of Level 5: QYZT 
the weapons you have, they’re almost Level 9: SBRZ 
useless. Just who the heck at LucasArts 


came up with this cruel idea?! Anyway, Level 21: CQBP Super NES 
here are the magic words, for all the Level 25: ZLND = Boon 
d they'll d | Level 25 Bonus Password 
ee coe arse da icti Level 9: NBGW 
(10 victims): RLNW aarp nists’ 
Level 29: ZNKL eve : 
Level 33: NDHD Level 17: FKYQ 


Level 13: RCFL 
Level 17: PMLJ 


LEVEL 9 


TOXIC TERRORS: 
The Secret Bonus item is hidden in the 
hedge at the top of the level. Like in Level 1, 
you need a Bazooka to get it. The bonus level 
(Mushroom Men) has a 1-up in the upper- 
right corner. 


LEVEL 22 


REVENGE OF DR. TONGUE: 


‘The Secret Bonus item is behind a skull 


door, but there don’t seem to be any skeleton 
keys on this level. Use your Weed-Eater to 
chop down the spitting ferns and you'll find 
a Skeleton Key under one of them. Now, to 
find the Secret Bonus, find the room with 


Frankenstein walking around. Go into the 


secret passage at the bottom of the room and 
follow it to the skull door. The bonus level 
(The Son of Dr. Tongue) has a “victim” worth 


10,000 points when you rescue him. 


Level 37: ZKVX 
Level 41: ZZPJ 
Level 45: PNYK 
Credit Level: 
Q8S02 —_—- 


LEVEL 12 
MARS NEEDS CHEERLEADERS: 

Getting the Secret Bonus is tough! Firstly, 
you have to make it to this level with all ten 
victims. Secondly, you have to rescue all 
ten victims in this level. Miss even one and 
you won't get the bonus. If you succeed, you 
get a Ten Cheerleader Bonus and the 
Secret Bonus. The bonus level (Mars vs. The 
Cheerleaders) is a mazey level with plenty of 
locked doors and keys. 


LEVEL 33 


| FISH AND CRYPTS: 

The Secret Bonus item is in the upper-left 
corner. Walk all the way to the upper-left, 
then walk right and jump into the water. Swim 
to the right and take the item. The bonus level 
(Curse of the Pharaohs) has a 1-up and 
Monster Potion, but both are behind spider 
webs that you need to blast or ae through. 


=_Level 21: DXBR 
_! Level 25: PYLQ 
Level 25 Bonus Password 


Level 41: FRPJ 
Level 45: BLHR 
' Credit Level: XWJR3 


ISS1ONS 


Including the latest additions 
¢ Daffy Duck The Marvin M 


for Super NES° 
¢ Bugs Bunny Rabbit Rampage 


T™ 


tor Super NES® 
¢ Taz-Mania for Game Boy 


ay 


WN ie 


‘QHV9 SQIAUAS YA0VAY NO Cll# F1OUIO 


‘OU] BOWAWY JO OPUAIUIN EG6| O ‘Ou] BCOUBWY JO OPUBJUIN JO SyJBWAPeJ} Pasa}S!Ha1 aye S|BAS |BIOIYO By} Puke ‘AOG aWeH ‘wWa}sAS JUBWUIEYS}UF OPUa}UIN JadNs ‘OpUaUIN ‘E661 O 
‘SOJG JOLIE JO SHJBWAPRI} Je BIOIPU! Pa}e|aJ |/e PUB ‘SaWeU ‘sIaJORIEYO ‘SANNL AFNOOT BoaWY JO UO!}210dJOD UNS C66] O ‘BOeWY JO UONBIOdIOD UNS JO yeWaPeJ) PasajsiBas e S| YOSUNS 


Ree eee SMW & JUDWYAOW UOlS!Ja SOYEW UlELI2} SNOJIDUEP BIOYM Skee Ul Al[ElQGUS2 JOU 
Bees Meee em $= -O0d0 Aue 10) Yo}eW B Ue) BJ0LU 9q UD SOPURLILUOD @U} ‘pa/equinuyno Ajjensn yBnouy “sopuewwo 
zy ee or pees § = OUIYIEJ-SAJOU SSO] PUL ‘|PUOIJIPE!} IOW 94} JAPISUOD JYHIW NOA ‘NOA WISYMJ9AO 0} SUa}eOJY} SOB 


= 


-|URLU JUSJOIARIIIN ‘yJaSIEG JO penbs aqua Ue 10}-S}oYs ay} Huljjeo Jo oadsoJd ay} UayM SALI} BSOU} 104 


‘I 0] dojs @ INd Pue JAAJOAS SIy JNO |jNd Ajduwis |JIM ay Jeu} PaysNBsip os awodeq Kew au ‘uleBe J9A0 
Due JaAO yoeIe JO adA} swWeS By) Huljyesdas AjaawW Si JUBUOdCO Siy Jeu} SAZI}Pa1 J9IPJOS e {1 ‘Jequuod asoj9 HuluNG 


AVISHD 


~ 3 ” » * 
«SHS INT 


(dn s}a6 ay aojag uMOp 
aq ||,N0A yey) ave sppo ‘uiefe wiy HulbHnjd jo sadoy au} ul Awaue 
ua}|e} @ Jeau Huo| 00} 10} Jno Huey Nod J} ‘yuawHpnl inoA Aems jsnj. 
N00|q Jo 1,U0q) ‘afuel $juauoddo JNOA Jo Jno Ajayes a4.NOA jijuN yoaY 
ay!| UNI pue ‘adj ‘aGue! OJU! JA/P|OS INOA sAoj\ jS9}qe} ay} Gulwin} 
WO} WA}S SBILO}OIA BuiAjsies JSOW 9} JO BWOS ‘awWeYS Ul Peay. INOA 
Huey },uop ‘Uew 1se| inion 0} UMOP pue palaquinuyno al, nok UUM | 


ee = J0SND Bul Aq payedipul yyed au} Huoje UNL ||IM JOID|OS BU] ‘UOIJEUIJSEP 9U} 0} 8]NOJ Parisep 

ea $9} Ouoje sosund ay) Oulaow ajiym uolng (puss) g au} Pjoy pue SSaJd pUe dAOW 0} JUeM | 
‘i NOA JAIP|OS SU} JedU JOSIND BU} BDE| 4 jABM BU} JO days AJOAS UO!JEUIJSBP SIU O} J8IPJOS e apinb | 
UBD NOA ‘|OJJUOD JO BINSBAW 24]XS JEU] JO} $|j2d UI2IIG} SNOJBYDES!) UBUA ‘“Ja}SeSID |jadS ued 
9} A\NP 0} UONOARP pUl}g SIU} ‘SUOIJEN}IS UIBUO UI ‘JEABMOH “ABM JOU) Ul SPUR}S JEUM JayJewW OU 
‘aiqissod se Ajyoinb se ealy .X,, Je6Je} w8u} JO} JUBreNS Pesy 0} PeUles] US8q BABY Ud INO, 


(Jeb1e] e uey) aoe Sando AJOW J99j9S Puke Pjaijajjyeq au} AsAsns usw jUO!SO|dxe ajHuls e ul Jno padim 
aJOW HulyjJOU SI UNJ ay} UO JaIpjOs eB aulyoeW Hulj|ly JNOA }9| 0} Ajjfeuolsedd0 UOWNG (G14) Y au} UO dn asee oO} JaquiawWay jJe Huljoous sey 9 UeD ||P JO JSIOM “PUP je Wie O} Jalsea 
/@ uey} ssej Bulyjou si Jaipjos Apeas-ajjjeq ‘pauol) OUM 9/20 SABMIe j,US2OP UOdeaM Siy asn Oo} paap0 Bulag Ajjue}sUOD SI OUM JaIp}OS ¥y  ‘PUNOUNS 0} JaIsee si dnoi6 payoed Ajybn y 
}-!Sod-|jam Y,,) jua}jo en eet | Ak nO GVA 

} 00} }! OP },UOp Nod papia 
'-O1d ‘yjyeasg JNoA uy9je9 
pue dnos6as 0} uolenyis 
peg @ JO Jno SAnB JNOA Jo 
(je Bulyjnd jim Huo Bul 
-jou Ajainjosqe si saul 


sr 


iSPOW] }81A99G PIjLl9AI1-31OjJOq-AVADU 
2u} Suipnyjoul ‘sdiz Aaoois s,uenig dn yeos pue ‘uo pesoy "ssoisip | 1ng 
"eA [19} Quws] ‘URIM [eep OC} SAeY AjjeEnsn | SJOSe2IM Nd 2y} wosl soed 
yo GSueyo Surysosjos AADA YY *"WAIYS-L 190],]}54 © Gu JUSS BY UsYy}—s2e8ed 
OM} 39S3y} UO V|VS NOA S31IZS39}24}S 9Yy} GUI pZoxej UePIIgG ‘(soeYD jesouaey 
‘asinoo jo ‘pue aseduwey ‘““d°*v Tz9 UNSsid ‘sfeAlinN Yyo4y) sowes siy “ 
403 SAO] AW pouejoIoijid pue JJQOSAUW podnpo.s}U! AjYOOU! | YDIUM | . 
ul geo suoyd ojSuls eb 19UY Z°DuU] GAnjyoy Quey jo uUlJOD ueHg 
se sooo se oq AASNPU! DwIeS-OCSPIA SI} UI DUOAIDADSD },uULD AY 


€6. "ONE ‘g9n44u ANY) o 
NITOD vied Ad LUV TUNIDINO 


es vise re leah sat 


"PSJOA OIA 
PUP J9}|O4JU0D IOARH AY} UO SUOI}IE J9}|01]U0D SORUD au} 
WOjed Ajdwwis ‘skn6 so0veH jJaueq 0} ‘AWW SORUD au) 
0} SOIPS/\| JO/PUR SAIJOJDIA a4} BAIH SydIJ} BADGE BU} JEU} BON 
"QUOTING ssald “19]/0.JU0D DOARH Ay} UO a]!yM ‘uMOG ped 
|PUODALIP AY) PjOy pue 4 pue y suUO}NG said ‘J9}|O1}U0D 
SOBUD auf} UO ® 


"g UO}ING ssald ‘19}|01}U0D DOAPH dU) 
UO aly ‘dA ped |euOI}deJIP 94} Pjoy pue g puke y sUO}NG 
/ SSaid “19|}0J]U0D SOkY) a} UD 


‘UMOQ ped |eUO!}9EIP 84} Pjoy pue g UO}Ng 
SSa/d ‘J9]]01]U0D IOAPH By} UO AIUM ‘9 Pury Suoyng 
SS9/d ‘J9|]0JJUO SOBYD ay} UC 


SJ9]SE]G AY] 


> jyey ul eave Aejd sjueu 
" -oddo snof yno an,nok 
‘pjaijayyyeq au} ssouoe 
Pe ujed e sino au jeu) 
7) os sayoune) e uolisod | 
eee Ue NOK 4} °A104I1I0} 
 Awaua Jo jno |jam seae 
uado Jajaid syayoune] 


« 88q9|quING 94} JO WyO14 au), Buiwopyed sueid reouaishu UP Oy] S}OJJUOD BU} JP |!2|} J0/PUe 9]qe} 89}J09 aU} Jepun J|9SINOA uny ‘\nus sala JNOA MAJDS 0} UOHE}CW} au} JSISEJ ‘UR} Au) SITY Buisdans vauM 


‘SOIPO\\) 8JOW 
SUBAW ‘UJN} UI ‘YOIUM ‘S]UIOd siOW suRew 
YOIyM ‘SaAijoalgg jel9adS HulAossap Aj 
-YOIND JO ol ay} 10} payins-Ajjeap! way) 
SOYPW JAMOT BAI}INISEP BWOSAME gf 


‘SOIPS\| JNOA JNO XeW JO JEM |XOU By] 0} OURAPE = 
‘aiJeq }X9U BY} 0} DUeAPe MOU ABW NOA japoy jJ08S SoweH 
84} Ul MOU ale NOA Jey} NOA |}a} {JIM punos Huljgqng julie; 
V/ “OWI} OWES SY] Je 19]}O4jUOD (Z A9AL]q) DOARH du) LO 4 
pue 494J01}U04 (| JaAe|q) SOBY du} UO g pUe W SuUOJING 
ploy pue ssalg ‘(49949 
Ayyeay) Aejd Buunp sweb 
ay] asned 0} LYWLS 
SSO/d ‘]SJI4 “APO 18109S 
soeyg jesauay sajua 
0} dn payooy $Jaj|0l} 
-U09 OM] BABY ISNW NOA 


‘SJOALJ PUB Saye] ‘SGLWEMS PUNOJE PASIAPe Si UOIINeD BWW9]x9 
OS ‘AAI}PJBGOU! SJOMOJYJOWE|} dU} JapUds ABW SSaudWwep dAIS 
-S99X9 ‘AJAJPUNLOJUP) “SJUBWOW JO Ja}}eW e Ul penbs 
aJijJUd Ue INO adiM UajO Ukd Bade IjJeN]-UBiY 
(Cp Ul JaYDIOIS e ‘jeuOSJed pue 880|9 dn jab 
A aE 


Kau} UIYM dAI}I9}J9 JSO//\ 


S ‘juiod abejuen Ajpeap Ajsejnoied e Ajjensn 
i SI PjaljajJeq ay} JO J8}U99 By] “ajqissod se uoOs se .SOUEISIP 
ZS Bulyonud, ou! Ja6 0} AN pinoys siayonyy % 


2m 


“}! NOE ¥|2} 0} 
p) 9A\| WOP|as SIBUUNY s1OW 10 OM) Aq papunowns - 
}96 OUM S@ILU9UZ “SIUUND JAyJO YIM BUDIOM | 
USYM JSaq Sil Je SI JAUUND VY 3:63 


ORIGIN /ELECTRONIC ARTS 
For 3DO 


The saga of Wing Commander continues in another flight simulation/adven- 
ture game, 3D0’s Super Wing Commander, with more missions and a more 
intriguing plot. It’s the 27th century and menacing catlike aliens, the Kilrathi, 
are attacking the human race. You're a pilot of the Terran Confederation, and 
you’re up against Kilrathi warships, piloting one-man starfighters. 

Super Wing Commander features stuff like CD-quality stereo sound, full 
speech and thousands of colors. You can manipulate the controls configu- 
ration to your liking. Lots of Starship action and space battling. You’ve got 
all-out war on your hands. 
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2 DIFFICULTY, CAKEBOY : a ee 
+e oe - For the Sega Genesis a 4 4 


* ) TEST SOUND 0 
ae : as | WIOLENCE % DECAPITATE, _ 8 
: _EXET OPTIONS It’s a mutant-psycho fighting game, and it’s © 
a == kind of crazy. A violence option allows you to 
choose between “no blood,” “blood,” “dismem- 
ber” and “decapitate.” And a difficulty option 
ranges from “cakeboy” to “warrior” to “time 
killer. ” Choose your speed too. 
Eight characters include: Rancid, Orion, Thugg, 
_ Wulf, Leif, Musashi, Mantazz and Matrix. They all 
look pretty ill. Watch heads roll, blood spew and 
limbs drop to the floor in front of surreal back- 
grounds. Enjoy the blood and guts. : 
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“Sometimes the fastest blow is the one 
~ delivered last.” —Dali Lama 

This is GameTek’s first Sega CD 
game, featuring cartoon martial arts. 

| <5 . } Each player has to earn higher belts of 
we BT ean pO al — “ae Lin ht } rank, and higher belts of rank mean 
| ae . > : | | more moves and many more abilities for 
each character. 

The characters embody certain virtues 
and philosophies. Each represents one 
of the paths of wisdom, like Right 
PLAYER) Understanding, Right Resolve, Right 
ees 8 ONLES Meditation, Right Action...so you can 
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3 | choose the character that suits your (© 
La } temperament and fighting style. There 6 
3 : |} are six characters in all (and 200 wee 
oe: “| sprites per character). 
. Brutal has a tournament system in 


which up to eight players can play in a 
Single tournament or in teams. 

Brutal aiso features instant replay and a password entry 
capability that saves your game (your character’s belt 
level and victories and losses). There are also ten loca- 
tions, with different music for each location and charac- 
ter, plus sampled character voices. 
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ACCOLADE 
For the Super NES and Sega Genesis 


Bubsy—he’s cute, he’s kinda 
cuddly and he’s back in another 
action/adventure video game. 

Bubsy Il! offers five different 
worlds and a half-dozen mini- 
games in which Bubsy’s got to find 
the lost Bubsy twins, that ever trou- 
blemaking duo. All these worlds 
are found within the depths of the 
Amazatorium, an amusement park 
owned by Oinker P. Spamm, one 
of the game’s new characters and 
Bubsy’s opposition. Here you'll find 
the world’s most amazing sights, 
events and artifacts—all simulated 
by the World Origination and 
Matter Projection Unification 
Machine (WOMPUM). Bubsy finds 
that this new invention actually 
Steals reality instead of re-creating 
it, and he, of course, has to save 
the day. 

Improved character control, a 
plethora of practical and conve- 
nient items like diving suits, and 
multiple rewards make Bubsy II 
what it is. There’s more: new ways 
to die and changeable weather 
(lightning storms!). 
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MORE OF EVERYTHING! 
More Weapons # More Fun ¥ More Mayhem »% 


“This is one of the first truly original games to come along on the SNES in a long time...” 
— Video Games Magazine/Jan 1994. 


Coming for the Super NES® in January! 


Nintendo and Super NES® are registered trademarks of 
ace : Nintendo of America Inc. ©1991 Nintendo of America Inc. 
mi Pay — ) : ©1992 id Software, inc. Wolfenstein is a registered trademark of id Software, Inc. Ur bs an one 
eect tarlhonscMans ©1993 Imagineer America Inc. : 


CIRCLE #113 ON READER SERVICE CARD. 
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: SEGA 
For the Sega Genesis 


AVAILABLE: WINTER 1993 


Now Barney S the star of a new video game 
specifically designed 
for three- to six-year- 
olds. It’s the first Sega 
Genesis game like it. 
“Super-dee-duper!” 
Barney's got a lot to 
say: 100 words and 
200 familiar phrases in 
Barney’s in voice. 

Kids learn basic 
skills, like counting, 
matching and problem 
solving. A unique 
“self-play” feature 
keeps the action going 
2 and leads the player to 

J success. Sounds like 
a) my kind of game! Lots 
of cute characters, like 
Baby Bop, and absolute- 
ly no enemies! 


TENGEN 
cag the Sega Game Gear 


_ AVAILABLE: Now 


_ Atranslation of the Sega Genesis cart, 
Formula 1 Grand Prix is now available for 
the Game Gear. You can play in either 
Arcade Mode or Grand Prix mode, 
_ which you'll first have to qualify. 
¥ Choose from racetracks from around 
= the world, like Japan, Australia, Great 
Britain, etc., just like the Formula 7 for 
the Sega Genesis. You'll also get to 
Choose the features on your car: engine, 
tires, transmission type and wing angles. 
The length of each race is also an bibs 
four laps, eight laps 
m or 12 laps. The only 
thing missing is the 
two-player option 
_that the Genesis cart 
offers and split- 
‘Screen action. 


ACCOLADE 
For the SNES- 


_ AVAILABLE: FALL 1994. 


_ Fireteam Rogue is one of those fan- 
tasy-type games with names of people 
and places like Ammon Dum, 
Elwynn, Mauthrog and Kangor 
Thrag. It’s one of those games 
where “the dark and evil forces 
of Umbra struggle against the 
realms of the Spiral Arm” 
(imagine a very deep, throaty 
voice here). : 

Fireteam Rogue breaks the 
game up into two types of game 
play: an action/adventure com- 
bat setting and logic puzzles with keys to hohe lev- 
els to discover. The character Chance also pilots a 
Kirion battle wing—that means flight simulation too! 
And explore the realms of the Spiral Arm with all four 
team members. Each character engages in combat in 
a different location. So there ym go. 


: SEGA 
For the Sega Genesis 
AVAILABLE: FIRST 
QUARTER 1994 
A 16-meg futuristic kind of 


adventure game with nine levels, in Pe 
which you've got to res- |” e 
cue an underground min- | ~*~ 
ing colony trapped by | as” - * 


the name Sub-Terrania. : 
Underground in deep 7 


Space; sounds like fun, g 
~ doesn’t it? oo = 7 
“eq, f As the pilot of a proto- § = 


type space fighter, you fly 
through caverns and 
mines and tunnels. Within these confines, 
you're up against a slew of monsters and 
the fatal force of laser cannons. But you 
can also pick up special weapons and 
‘Shield recharges in each area. Look for 
_} fuel depots too. The airship turns into a 
- | submersible for the game’s final levels. 
- | Nine levels of stellar gaming. — 


kif MaeS 


seb 


unfriendly aliens—hence Jizgc-"- 3 


COLOR PORTABLE VIDEO GAME SYSTEM 


aaa GAMEGEAR “gue 


ROBOCOP;,, 3 TM & © 1993 Orion Pictures Corporation. All rights reserved. TM designates a trademark of Orion Pictures Corporation. Sega, Genesis and Game Gear are trademarks of Sega Enterprises, Ltd. Flying Edge is 
a division of Acclaim Entertainment, Inc. TM & © Acclaim Entertainment, Inc. All rights reserved. 


CIRCLE #104 ON READER SERVICE CARD. 


SEGA 
For the Sega CD 


AVAILABLE: NOW 


It’s mystery, it’s danger, it's Blondie! Yes, 
Deborah Harry stars in this adventure and fan- -.\ise4°*"- 
tasy game, along with Corey Haim (remember See. 
him from The Lost Boys?). This game’s 
like a big Hollywood production, directed 

_ by Mary Lambert, who did stuff like Pet 
_ Sematary and the Madonna videos Like a Prayer and Like a Virgin. Double Switch was 
ven shot on a sound stage with big sets, props and special effects. 

_ Anyway, Double Switch has one of those big, creepy, very old mansions, called 
_ The Edward Arms, and its tenants are disappearing. You have to deal with traps and 
| Security secrets throughout the entire mansion. Each time you play the game you can 
| choose a new plot through the story. Solve the mystery in this video game that is 
_ kind of like a movie. 


ABSOLUTE ENTERTAINMENT 


For the Sega Genesis 


ee | AVAILABLE: FIRST QUARTER 1994 
pp Meee e Goofy’s got it goin’ on in an all-new time-traveling | 
ll adventure. He travels through four different time peri- | ee 
— hlUlU ods to do what he’s gotta do. He’s a pretty cool Disney | [. —— 
character, and actual Disney animators are responsi- 3 
ble for the game’s graphics. ve lon 
Goofy’s got a new job. He’s workin’ it at the Ludwig 7 
von Drake Natural History Museum as the chief custo- |. . Cer! 
dian. But his archenemy, Pete, is messing things up | 
for him by making a mess of the museum’s exhibits. 
With the help of his Extend-O-Hand, Goofy’s got to 
clean it all up. 


SEGA 


For the Sega Genesis 


AVAILABLE: JANUARY 1994 


i It’s a 4-meg X-Men game for the Game Gear! Magneto has kidnapped five of 

~~" the X-Men: Storm, Iceman, Rogue, Nightcrawler and Psylocke, and it is up to 
Wolverine with his fierce claws and Cyclops with his piers) eye beams to 
attempt to save them. 

There are six levels, or combat zones, and either Wolverine or Cyclops has to 
save a team member in each one. Everyone will have to fight together in the 
final = Against Magneto in Avalon, his asteroid stronghold. Each zone is a 
maze in itself, and 
you'll have to combat 
villains like Sauron, Boood Queen, 
Callisto, Sebastian Shaw and Omega 
Red. Good luck. 
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CONTINUES.... 
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ons, Inc. and Visual Concepts. All rights reserved. 
ark of Interplay Productions, Inc. Nintendo, 
ent System, Super NES and the official seal 
o of America, Inc. © 1989 Kintenda of America, 


0 other video game in the history of electronic gaming has formed a following of popularity like that of the Street Fighter series. A lot of 
gamers are familiar with the popular arcade and Super NES versions but are unaware of some of the more obscure versions of the game, 
which bear no resemblance to the games of today. 


Capcom launches its original arcade brawling classic. The coin-op introduces two heroes (Ryu and Ken) and one villain (Sagat) that live on in 
today’s supersystem versions. There are five countries (Japan, U.S., Chinaj England and Thailand) that the gamer, playing as Ryu or Ken, must 
compete in against two opponents. 


Street Fighter (IBM PC) 


Street Fighter, programmed by Micro Talent, is released for the IBM PC. The characters are small, the sound is REAL 
cheesy and the controls are bad. But the game isypretty close to’the.original arcade, minus the fighting in Thailand. 
Also, there are only eight enemy fighters, as opposed to ten. Oddly enough,.the game is rereleased in 1992 by Hi 
Tech Expressions. Why? 


Fighting Street (NEC for the TG-16 with CD-ROM) 


Fighting Street is released. This versiongisythe closeststosthe,originalecoin=op, witheallithesfighters and scenarios present. A cool 
musical soundtrack shows off the CD*potential, but allis ruined by the evil Japanese guy (who can hardly speak English) who 
announces the fight match outcomes. | 

Why this version was called Fighting Street instead of.Street Fighter we will never know. Chances are it’s for the same reason Balrog 
and Vega are switched in the Japanese version of SFI// 
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Street Fighter 2010—The Final Fight (NES) 


A futuristic Street Fighter version’is released forethe popular, NES Our hero, Ken reappears as a student of Cybotics 
w (don't ask). Instead of a fight match, this version turns out to bé a Ninja Gaiden clone with a Street Fighter character. 
> he game never seems to be released all-out and becomes difficult to find ry to get ahold of this one if you can! 


KEN HAO NG INTEREST IN 
THE FRONTIER. THEN HIS 
PARTNER TROY WAS KILLED. BPs 
SOMEONE BROKE INTO THEIR TARGET am 
rt LAB, STOLE THEIR spss 3s 
a. : INVENTION, AND LEFT TROY 
a “AS A PILE OF JELLY ON 
- ae THE FLOOR. IT S BEEN 25 
The Final Fight “ _ VEARS SINCE KEN WAS KING el al 
. OF THE STREET FIGHTER o Be .... 88 cy 
PRESS START CIRCUIT, BUT THAT'S = tat sd 
® CAPCOM_U. S.A.) ING. . NOTHING SOME Goon PUBNRTS SEEORR. “EOC. 
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I ee eT ee 
STREET FIGHTER Ili: THE WORLD WARRIORS | 


| : Street Fighter Il (SNES) 


| | Under a veil of secrecy, Capcom shows the press the first 16-bit home version of SF // for the Super 
| NES. This game has all the features of the coin-op version and more. 
About the same time the SNES version is being demoed, Capcom is also showing SF //: Champion Edition at the 


ACME coin-op show in San Antonio, Texas. Roughly a year after, rumors about a hidden trick that would turn SF // for 
the SNES into a Champion Edition proved false. 
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The Warid 


Vs CHUN LI 


E. HONDA 


September 1993: A good PC version of the Summer 1993: The release of a new, spruced up 
game finally comes out. An Amiga version a the and speeded up version of the first SNES cart. This 
game, designed by U.S. Gold, had been on sale in new 20-meg monster lets you choose a fighter from 
the U.K. for about ten months already, and any of the 12 characters, instead of just the original 
American PC gamers were getting antsy as to when eight. Also, if fomsome strange reason you don't like 
they were going to see it here. It was finally released the turbownode, you can select the regular game on 
here By Hi Tech Expressions, as was the case with thé menu screen. 

the first PC game. 
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YOU BIB QUITE WELL, BUT YoU 
MEEB HORE TRAIMIMG TO BEFEAT 
ME! 
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SAGAT 
BATE OF BIBTH: 
2-1965 
HEIGHT: ‘7° 4” 
‘WEIGHT: 283ibs. 


3-SIZE: S &t” 
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SPECIAL CHAMPIOK ESLTIGN 
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| Rumors had been floating around in Japan for about a year and a half about a Street Fighter // game for the PC Engine. NEC was being supersecret 

about the project, and the first time it was shown to the public was at the CSG show in April of 1993. To the surprise of many, the game turned out to 

be a 20-meg HuCard instead of a CD-ROM game, as with Fighting Street. 

© Meanwhile, back in the U.S., TTI impressively showed the game in a back room of its booth at the 1993 Summer CES. Unfortunately, there is a lot of 
| doubt that the game will ever be sold in the U.S., due to the sad financial condition of TTI and its inability to market anything. 
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STREET FIGHTER II:-f 
* THE NEXT | 
GENERATION 


Super Street Fighter Il: 
The New Challengers 
(Arcade) 


993 was certainly an active year for Street Fighter, as we saw versions 
released for virtually every game system. The culmination of the Street 

© = Fighter year came in September, when Capcom released Super Street Fighter 
_ I, Four new characters, new graphics and new moves will probably make this 
| one of the hottest arcade games of the year. This leaves us with one last 
question: Will this game be available in 1994 for the home systems? 


New Challengers 


SCAPCOM CO_LTD 1(®8198° 
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Super SF Il. 


Ryu wasn’t 
much more than 
a Stick figure in 
the original PC 
version. 


A young Ryu 
shows his vani- 
ty in the TG-CD 
version by dying 
his hair red. 


The first 
appearance of 
modern Ryu on 
the console 
systems was for | 
the SNES. 


Ryu puts on 
some weight 
after breaking 
up with Chun Li 
in the new PC 
version. 


Ryu gets angry 
in the Genesis 
SF Il: Special 4 
Champion : 
Edition. 


A change of 
bandanna col- 
ors for Ryu in 
SF il Turbo. 


Buffed and 
ready to handle 
the new chal- 
lengers in 


40 Things 
Probably a Per 
About ? 


1. In the original Street Fighter arcade game, Ryu—the proud Japanese 
warrior—had red slippers and flaming red hair! | 


| 2. Contrary to popular belief, Ryu, 
lm Ken and Sagat may not be the only 
World Warriors in Street Fighter II 
who appeared in the first Street ° A 
Fighter game. It appears that the boxer nadie’ Mike 
3 in the original coin-op is, in fact, the same boxer who 
we know as Balrog in the sequel. (Don't forget that 
the character was originally named M. Bison in 
Japan, but his name was chenacd to Balrog when the 
game was released in this country.) So now you know 
what the “M.” stands for! 


#3. More than a decade prior to the release of the | 
original game, Canadian power trio Triumph wrote | 
and recorded a song called “Street Fighter” lor their | 

ee album, Rock & Roll Machine on Attic/RCA records. whee it’s not ee 
. ly that the group will ever record a song called “Street «=» on rere | 
Fighter II,” it’s worth noting that there was a sequel (of qi} | 
% sorts): A rearranged version of the song appeared on | 
% the same record under the name “Street Fighter | 
re (Reprise) .” , | 
a — . 
; 4. There’s a major typo right on the front of all of the aed ay & . 
Tr existing Street Fighter Il Champion Edition coin-op cabi- es 
RAE TEMATIEL” nets: Balrog’s name is misspelled as “Barlog.” 
ae ges Seamer ny aon oe Did you ever notice what's inside of the ‘Greballs that 
, | are thrown by Ken and Ryu in Street Fighter Il? Look el 
gee closely: It’s a duplicate image of the character’s hands in : 


the familiar “wrists together” pose. 


6. Remember when we broke the story about the arcade 

“Easter egg” in Street Fighter II2 (In case you missed our a 
June ‘93 issue, here’s a recap: Press Up, Up, Down, Down, 
Left, Right, Left, Right, STRONG, FIERCE on the second con- | 
troller [right side] during any fight demo. You should see 
““™me two rows of numbers on the screen overlaying the action.) 
meee Reader Marcellus Redd of Birmingham, Ae bama, sent in 
the best description of what the numbers mean: 


Top Row, Left to Right 


—— Bottom Row, Left to Right 


: } r= / 
- gs Capcom’s rece} 
U ecg wrestling game pq 
y wee including a chara 
ye le GhLy, Guile’s brother. A 

| ZL | Paes rounds the ring d 
o ant | SOU faces, including 
Pe te ee ae en pe Be Onda. 
A /hen Hasbro licensed the Street Fig] 

| . 
e name of adoll, s 


, ling a “Kew | for over 20 years. 
| uo N was given a surnan 


id: The Hasbro § 


»w employed by Ng Inc., former Capcon 


nific Life ant in eferetimey Ivelopment of the mo 
rore « Jing jobs, closely wit ~Capco 
mer GamePro mag O adjust the speed oa 
| pet Fig phter I| I i fe mse changes resulted | 
| (Hy per Fighting) co nde that was original 


Be snaiten bu apan after receiving 


10. Japan actually sta on 
Fighter Il long beforé Li 
=o ees petay Fighting edifon was released. Theigeral plans 
$e: for Super c@ed for four new characters: T. Hawk, 

Cammy, Falling and a character made from Fei 
Long’s boq t with a different head pasted on 
top. Whe om USA got wind of this news, 
the desigi faxed a detailed illustration of 
the Jamaqj Dee Jay that had been creg 
cY¥eme\Wale Mord in the indus 
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remember running into Midway's Roger 

Sharpe at the Winter Consumer Electron- 
ics Show in January of 1993, and | remem- 
ber how he described the new arcade game 
that was being developed by Mark “Smash 
TV’ Turmell and his Tota! Carnage team. 
‘Its a sports game,” he said with a devilish 
grin, “but it’s nothing like any sports game 
you've ever seen.” 

Boy, he wasn't kidding! The game rode 
the top of the coin-op charts for the better 
part of 93: at its peak, its average weekly in- 
take of $2,000-plus established NBA JAM as 
the highest-earning arcade video game of all 
time. Now it’s headed home, courtesy of 
lucky licensor Acclaim and Texas-based de- 
veloper Iguana Entertainment. 

A two-on-two basketball game for up to 
four players, NBA JAM had a lot of features 
.. that contributed to its success: an NBA li- 
“+ Cense (allowing real pro players and teams), 

: incredible sprite scaling that showed off the 
flawless details of each player’s computerized 
likeness, an array of superhuman moves and 


SYSTEMS 


PRODUCT INFO wv 


PRICE: N/A 
AVAILABLE: MAY 
DIFFICULTY: VARIABLE 


COMPANY: | 
ACCLAIM/ARENA 

71 AUDREY AVE. 
OYSTER BAY, NY 11771 


Slam dunks (that 
Somehow never de- 
tracted from the real- 
istic atmosphere cre- 
ated by the digitized 
graphics) and a bat- 
tery-backed memory 
feature to save records 
and stats. Once the 
game established it- 
self as a hit, other de- 
tails started to leak 
out: secret power-ups, 
“special guest” char- 
acters—more than a 
dozen of ‘em—and 
even a hidden “tank” 
game became a part of 
the NBA JAM mystique. My job is to tell you 
how much of this stuff made it into the car- 
tridge version, and to decide whether it’s 
enough. 

First, the good news. It’s a great game on 
all three systems: Super NES, Genesis and 


ICONS! We 
cram lots 


~ -* of info into 


these sim- 
graphs. 


ple picto- 


Our PRODUCT INFO 
box gives you the 
hard facts fast! 


THE LOWDOWN 
gives you the final 
word on the GAME. 


BALI 


(GOLDEN sTATE 
7 ER OGM 
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NBA JAM for the Sega 
Game Gear. 


Game Gear. The action is fast 
and intense on the 16-bit ma- 
chines—it really fee/s like the 
arcade game, especially if you're 
using a large joystick controller 
like Sega’s Arcade Power Stick. 
H Hell, the Genesis version plays 
better with a three-button controller ‘cause it 
matches the original arcade configuration... 
it's also less confusing. 
The animation is smooth and detailed— 
including all of the original dunks—and most 
of the sounds of the coin-op are intact (ex- 


With a quick 
glance, our cool 
NEW RATINGS DIAL 
tells you if the 
reviewer thought 
the game was a hit 
or a dud. 


Our RATINGS BAR 
tells the truth, with 
precise details 
about GRAPHICS, 
SOUND/MUSIC and 
PLAYABILITY. 


The VipEOGAMES 

STAFF levels their 

own OPINION with 1 
the EDITORS’ RAT- 

INGS. 


Is it really worth the 
money? Check out 
BANG FOR THE BUCK. 


NBA JAM for the 
Super NES. 


cept in the case of the Game 
Gear, which has no digitized 
audio and essentially illus- 
trates that machine's biggest 
weakness). The voice of the 
Original arcade announcer, Tim 
Kizerow, was re-recorded by 
Iguana specifically for the 
Super NES, and the Genesis 
actually includes several origi- 
nal samples that do not appear 
in the Super NES (most no- 
tably, “Welcome to NBA JAM” 
and “Is it the shoes?”). Equally 
important is the fact that these 
home versions do have “special guest” characters 
and power-ups, but be warned: Theyre not ex- 
actly the same as in the arcades. Best of all, NBA 
JAM delivers four-player action if you own a 
Hudson Multi-Tap (SNES) or Sega's five-player 
adapter (Genesis). Inexplicably, Electronic Arts’ 
4-Way Play adapter is not supported by the Gene- 
sis version of NBA JAM, and the Game Gear ver- 
sion is for one 
player only. 

Now for the 
bad news. AS ex- 
pected, the char- 
acters do not 
grow larger and 
Smaller as they 
move toward and 
away from the 
eames a.” 
Though | under- 
Stand that this 
scaling effect was 
impossible to 


NBA JAM for the 
Sega Genesis. 


pull off in a 16-meg cartridge— 
never mind the 4-meg Game Gear 
version—l still missed it; not just 
because it was cool, but because 
it really made you feel like you 
were an NBA star. Without it, the 
players in the home versions of 
NBA JAM seem pretty small and 
disproportionate (yes, the floor 
does shift in a simulated 3-D per- 
spective as you move from left to 
right). The characters are identifi- 
able on the court, but no more so 
than in any of EA’s 16-bit basket- 
ball games. 

Luckily, after the initial disap- 
pointment that most players are 
Sure to feel, it becomes obvious 
that the lack of scaling players is 
the only major shortcoming of the 
home versions of NBA JAM. Con- 
sidering the capabilities of the 
hardware and the game's cost, it’s 
not really a deficiency at all-——so 
get over it! There are other obvious differences— 
no tank game, no mention of individual player 
names by the announcer, no cycling of the adver- 
tisements on the scorer’s table—but most of them 
are pretty easy to swallow. Well, | do miss the 
Playboy-model cheerleaders; they appear only in 
the Game Gear version, where they've been re- 
duced to faceless blobs in the corners of the court. 

Another important change that arcade fans 
might want to consider is the fact that more than ten 
of the 54 NBA players featured are different from 
their arcade counterparts. Gone are Dan Majerle, 
spud Webb, Shaquille O'Neal (Ouch! It's a licens- 
ing thing.), Kevin McHale, Charles Oakley the late 
Reggie Lewis and the equally late Drazen Petrovic. 
In their places are such players as John Starks, 
Robert Parish and Alonzo Mourning...and | cant 
figure out why Boston’s Dee Brown—winner of the 
NBA's Slam Dunk competition during the All-Star 
break in his rookie season—has been given such a 
low “dunking” rating. 

Even with all these changes, the heart of NBA 
JAM beats as strongly as ever in the home. Iguana 
did a fantastic job of dealing with 
hardware limitations in translat- 
ing the coin-op to these three 
systems (actually four; a Game 
Boy version will be released later 
in the year). If Acclaim ever gets 
involved in 3DQ or Jaguar devel- 
opment, | hope that NBA JAM is 
one of the first titles considered 
for conversion. 

—Chris Bieniek 
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Though the characters aren’t 
as big as | would have liked, 
they’re sharp and colorful— 
and comparable in the 16-bit 
versions. The Game Gear’s 
visuals are obviously a lot 
less detailed, but they still 
rate an “8” for that machine. 


A bit of a toss-up here: The 
Super NES has better 
music...but the Genesis has 
more speech samples, and its 
relative shortcomings are 
more due to hardware limita- 
tions than anything else. The 
Game Gear soundtrack is 
merely competent. 


“Oh my!” NBA JAM’s game 
play is rock-solid, and the 
four-player mode has no 
peer. Note: The Game Gear 
version should be rated a 


“7” because the somes is not 
_ quite Me to ale a 


THE LOWDOWN 


If you thought Mortal Kombat ¥ 
was popular, just wait until — 

NBA JAM hits your household. 
Even gamers who aren't sports — 
fans should enjoy this one; it’s — 
got great graphics, playability 
and long-term appeal...and 
it’s one of the best four-player 
games you'll ever experience. 


SYSTEM W 


f youre a TMNT fan and you're also crazy 

about fighting games like Street Fighter // 
then you should have fun with TMNT: Tourna- 
AX ment Fighters. You can put yourself in the shoes 
» of the Turtles (Mike, Don, Raphael and Leo) or 
their enemies (Shredder, War, Aska, Chrome 
Dome, Wing Nut and Armaggon) and fight to your 
heart's content. The Turtles are designed to look 
more like the original comic-book characters by 


PRODUCT INFO wv 


PRICE: N/A 
AVAILABLE: NOW 
DIFFICULTY: MED TO HARD 


COMPANY: 


KONAMI INC. 
900 DEERFIELD PARKWAY 
BUFFALO GROVE, IL 60089-4150 


PHONE: (708) 215-5111 


Mirage Studios than the movie or cartoon, and 
the graphics look great. 

Frankly, there is nothing new and innovative about 
this game except that it is one of the only fighting 
games as of yet to use licensed characters (aside from 
Ramna 1/2). The controls and actions are pretty simi- 
lar to that of other fighting games on the market, so if 
you know your fighting games, you should be able to 
play it pretty easily without the instructions. However 
there are some major 
differences like: 

1) There are only 
two punches and kicks 
instead of the three 
punches and kicks that 
Street Fighter II has. 

2) Unlike Street 
Fighter //, this game 
doesnt allow you to 
do moves while in 
the air. 

3) There are only 
two speeds, aS opposed 
to the 11 speeds in 
Street Fighter II Turbo. 

4) It doesn't allow 
you to handicap your 
players. 

Otherwise, the 
“Ultimate” attacks in 
the game are way cool: 
for example, Donatello 
summons a dragon 
spirit and shoots out a 
dragon wave, Aska 
Summons a tornado 
blast, and Armaggon 
summons a huge 
wave of water. There 
are alSo a couple of re- 
ally flerce punches 
with long ranges. 

The controls are 
very responsive, and | 
didn't have much 
trouble getting the 
characters to do what | 
wanted them to do. 

| had a fun time 
playing Konamis TMNT: 
Tournament Fighters 
and | thought it was 
pretty challenging. 

—Josie Kreuzer 


ing games, you'll have no 
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The graphics are very good 
and | liked the fact that the 
Turtles weren’t as cutesy as 
in the cartoon. 


The music is typical com- 
puter-synth music, nothing 
special but not annoying. 
The sound effects are 
fine—they sound enough like 
fighting noises. 


THE LOWDOWN 

TMNT: Tournament Fighters is a 
fun fighting game. It isn’t anything 
extraordinary but it is comparable 
to the other fighting games out 
there, and the Teenage Mutant 
Ninja Turtles theme makes it extra 
fun to play. 
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O ne peek at the pretty pics on this page and 
you can't help but notice that Legend is 
“inspired” by the Genesis classic Go/den Axe. 
Both games are side-scrolling beat-’em-ups 
with a fantasy theme that put you in control 
Of freakishly muscular guys hacking and 
Slashing through wave after wave of enemies. 
But that’s where the similarities end, 
because, while Go/den Axe is a joy to play, 
Legend is much more of a chore. 

The first problem is the sluggish reaction 
time of your character. Of your four different 
attack moves—sword slash, jump kick, 
jumping slash and throw—the sword slash Is 
the most powerful, but takes much too long 
to execute. By the time you knock an enemy 
down, you'll be stabbed in the back by 
another enemy who had plenty of time to get 
into position. The other moves are faster, but, 
of course, they're not as powerful. 

That leads to the second problem. After a 
little experimentation, you'll discover the 
jump kick is the only attack that is fast 
enough to hit your enemies without being hit 
back. Therefore, you have to use the jump 
kick constantly, which gets really boring 
really quickly. 

The third problem is the terribly boring 
bonus stages. One bonus stage has you 
picking up piles of gold coins on the ground; 
another has you opening treasure chests by 
walking into them. Pinch me, I’m dreaming. 
Legend's end-of-level bosses are the biggest 
indicators of the weak game play design. 
Even the best players will find it impossible 
to dodge attacks or avoid losing lives, 
because the bosses’ attacks are extremely 
unfair. The main challenge in each stage is 
holding onto all of your lives so that you 
Survive a war of attrition with the boss. And 
this is Supposed to be fun? 

Legend does have one or two interesting 
twists along the way. For example, in Stage 
4, youre attacked by an enemy with a 
crossbow net. When he catches you in the 
net, you appear in a jail and have to escape 
to get all of your items back. (Lucky for you, 
they conveniently forgot to confiscate your 
Sword before throwing you into your cell.) 
This sliver of originality makes the rest of the 
game that much more disappointing. 

—/Zach Meston 
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Take control of a buff dude with an 
attitude (and a rather large sword) in the 
fantasy-themed beat-’em-up Legend. 


OVERALL RATING 


GRAPHICS 


The detailed backgrounds are the 
highlight—it looks like you’re 
walking through the set of a big- 
budget sword-and-sorcery flick. 
The animation is weak, and there 
isn’t a large enough variety of 
enemy characters; 80% of the 
enemies are the same ogre. 


SOUND/MUSIC 


A couple of average me- 
dieval tunes play in the back- 
ground, but they’re drowned 
out by the extremely annoy- 
ing grunts of your enemies. 
A little variety here would’ve 
gone a long way. 


PLAYABILITY 


Jump kick, repeat, jump 
kick, repeat...does it get any 
better than this? Hell yes. 
And don’t even get me 
started on how stupidly diffi- 
cult it is to beat the bosses. 


THE LOWDOWN 


Vv 


| know Golden Axe. Golden Axe is 
a friend of mine. Legend, you are 
no Golden Axe. The action is too 
slow, the bosses are too difficult 
and the game play is too repeti- 
tive. The two-player mode is the 
only cool feature of this otherwise 


mediocre beat-’em-up. 
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Ww e Sega CD owners can stop sniveling and 
whining...for a few glorious weeks, at 
least. Working Designs has unveiled the system's 
first RPG, a top-to-bottom translation of the 
Japanese megahit Lunar—The Silver Star. 

Lunar is 100% role-playing; there’s no quick- 
action joypad juggling required. The menuing 
system that controls combat choices, inventory 
management and so on can be mastered in a 
couple of minutes. A rough edge: Moving your 
party of characters around takes getting used to, as 
the characters automatically move in another 
direction when they encounter a character or 
obstacle (this makes precise positioning very 
difficult). Fortunately, the game allows you some 
leeway in positioning. 

One of Working Designs’ calling cards is the 
quality of its text translations. | was constantly 
delighted by all the modern colloquialisms and 
offhand remarks made by the characters in 
conversation—and there’s TONS of conversation, 
since most characters will say different things the 
more you speak to them. 

The game's chock full of the stuff we look for in 
a good, varied RPG: side quests, new and 
interesting characters joining your party, an 
extensive magic system, and lots of items to find 
and puzzle over. Save up to three games in 
progress with the Sega CD’s memory. 

—Josh Mandel 


Get out your Kleenex: Lunar—The Silver 
Star is also a boy-meets-girl, boy-loses- 
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PRICE: $59.99 
AVAILABLE: NOW 
DIFFICULTY: MEDIUM 


COMPANY: 

WORKING DESIGNS 

1701 CLEAR CREEK ROAD 
REDDING, CA 96001 


PHONE: (916) 243-3417 


GRAPHICS 7 


The Japanimation cartoons are 
great: big, bold, multilayered 
and quick to load. But most of 
the game is spent in a more 
humdrum world of small char- 
acters walking around in over- 
head views of maps, towns and 
dungeonlike mazes—adequate, 
but not spectacular. Occasional 
scaling and scrolling effects. 


SOUND/MUSIC 9 


The best music I’ve ever heard 
in any home video game (CD 
or otherwise)—orchestral and 
rich, with plenty of variety. 
Crystal-clear voices and abso- 
lutely authentic sound effects. 
Truly excellent. The opening 
song’s a little on the dorky 
side, but who cares? 


PLAYABILITY 9 


Excellent play balance. You 
don’t go into combat every 
three steps as in many RPGs. 
Lots of area to explore, big © 
towns, and the mazes aren't — 
endlessly complicated. Not as 
_ linear as Exile, Working De- 
~ Signs’ last RPG. Combat is fast- 
_ paced, and the computer does i 
a fine job of fighting for you, if. a 
— you ask itto. 


EDITORS’ RATINGS 


THE LOWDOWN 


Not only is Lunar a great RPG, but 

it’s given the full CD treatment 

here. It could not have been done 

| Meme this well on a cart—no way, no 

“TURN Me WITH THis | how. Every Sega CD owner—ex- 
THe PRIZE OF MANHOOD. | cept hopeless RPG-haters—should 


glom this one. 


girl tearjerker. 


Gee At long last the space fatelines trio of Erik the swift”. Baleog | the Fierce". . 
and Olaf the Stout’ have arrived in the land of SEGA:Genesis. With a 
.. : .° jammin’/musical score and your help, our. humorous heroes fight their 
....- way through over 40 rip-roaring levels and wortis: Hurry! Only you 
oo ean eee these honey vikes eawionmae oe | 


“" INTERPLAY PRODUCTIONS. INC.. 
17922 FITCH AVENUE « 
IRVINE. CALIFORNIA 92714 


This-official seal is your assurance that this 
product meets the highest quality standards of 
SEGA™. Buy games and accessories with this 

seal to be sure that they are compatible with 

-the SEGA™ GENESIS™ SYSTEM. , eee 


- 1993 INTERPLAY PRODUCTIONS. INC., 

- SILICON & SYNAPSE. INC. THE LOST 
VIKINGS, ERIK THE SWIFT. BALEOG : 
THE FIERCE. AND OLAF THE STOUT 
ARE TRADEMARKS.OF INTERPLAY - 

PRODUCTIONS. INC. ALL RIGHTS 
- RESERVED. 


SEGA™ and GENESIS™ are 
trademarks fo Sega Enterprises Ltd. 
All rights reserved. 
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omeone thought they'd be really clever and 
make a game for girls and a game for boys 
based on the Beauty and the Beast movie. What a 
stupid idea. Can you believe that the developers at 
Sunsoft created a game around archaic notions of 


femininity and masculinity? Those notions, of 
course, being that a woman is weak and a man is 
strong. First of all, Belle is supposedly so weak 
that when she comes across a rock in a stream she 
has to walk all the way back into the village just so 
she can get Gaston to move it for her. 

The same inane assumptions manifest them- 
selves in the fact that Belle needs six lives to see 
her through the game, whereas the Beast needs 
only four. She also starts out with a lot more en- 
ergy. Belle can only jump or duck. She can’t even 
Kill anything that happens to get in her way and 
can obviously harm her. The Beast can only kill on 
his way to becoming a prince—punching, pounc- 
ing, feasting, clawing, roaring. Any girl would 
rather play the Beast than Belle. Give me a girl with 
a gun over a girl with a grin any day. 

On the technical side, the Beast game has some 


me good fighting capabilities. You can maneuver the 


, cllaracter in a bunch of different ways and even kill 
» more than one enemy at once! It kind of sucks. 
» though, that so much energy is lost after being 
: bitten by just one little bat. And the power-ups 
dont help much either. The blue balls that are 
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AVAILABLE: NOW 
DIFFICULTY: HARD 
COMPANY: 


SUNSOFT 
11165 KNOTT AVE. 
CYPRESS, CA 94501 


PHONE: (714) 891-4500 


than her lame little town. 

The music on both games is forgettable, which 
is unfortunate, because the music from the movie 
was really cool. It had me singing in the shower for 
weeks. The animation in the Beast is cool, but the 
backgrounds were pretty monotonous. Like | said 
before, the scenery in Belle is so boring it makes 
you want to stare at the sun. 

—Betty Hallock and Nikos Constant 


Gaston helps Belle move 
a rock because she 
is a woman. 


DEPP DD DARK WoODS. é 
iv BEAST Lives OUT His cims¥D my, 
XISTENCE ALONE. 
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Belle moves like an old 
woman, and she needs a 
new dress. Beast was a bit 
more suave, but he still left a 
lot to be desired. Both were 
big disappointments, espe- 
cially after seeing the movie. 


The Beast belts out a pretty 
good roar, but Belle doesn’t 
say anything. What’s the 
deal? On top of that, there 


- are no death sounds for ei- 
ther of the characters. A little 
moaning would have livened 

: Bs the aoe a lot. 


The Beast has to punch so_ 
_ many times, it gets very frus-. 

| trating. And he’s pretty slow — 

_ too. Belle - fre 


THE LOWDOWN 


Don’t even rent these two sexist 
clunkers. Good games are meant 
for boys and girls. There’s no need 
to label games for boys and games 
for girls. Aside from this, these 
games bite anyway. 


Supposed to make the Beast invincible don’t make 
him invincible long enough for him to get 
Me anywhere. But the grapes are pretty helpful. | didn't 
A Know lions ate grapes. 

| — The Belle game is very Slow. You have to go 
back and forth between the village and the forest 
and other locales so often, you start to get bored 
with the scenery. If | were Belle, I'd forget about the 
Beast and just get out of town. Anywhere is better 


TAITO AND SUPER CHASE H.Q. ARE 
TRADEMARKS OF TAITO CORPORATION. 
©1993 TAITO CORPORATION. 
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Put your Super NES on wheels with 
Taito's turbo-driven CHASE HQ! In an 
undercover sports car you'll race 
through cities and mountains in pursuit 
of suspects. Shift your reflexes 
into overdrive to dodge through 
traffic and around obstacles as 
you catch up with the} fleeing 
vehicle. Force the cfiminals 
over or smash their car to a 
standstill - in this game, you 
choose the method of justice! 


@ Turbo Acceleration! 
i Five Different Rounds! 
@ Windshield Screen View! 


TRADEMARKS OF 
©1993 TAITO CORPORATION. 
™ 


Taito's SUPERNOVA for the SNES offers you the 
sleekest fighting ship ever launched! You will 
command the Silver Hawk in battle against 
hyperbacteria, dinosaurs, and a leviathan battle 
oy re Se cruiser as the Pelsar Empire attempts to conquer the 

"e 6, alee > a __ federated planets. Victory depends on your skill with 
oy ay wie f _-_-___- Silver Hawk's three fighting modes and power 
es Vs j _--—-_—_ balance system! 


@ Fifteen combat zones! 
@ Three different endings! 
A war of wits and speed! 


® 


$.95 FIRST MIN., $.75 EA ADD'L. MUST BE I8YRS+. TOUCH TONE ONLY. 


INMENT SYSTEMMemt aN RAV lal mn TAITO AMERICA CORPORATION. 390Holbrook Drive - Wheeling, iL 60090 


CIRCLE #117 ON READER SERVICE CARD. 


SYSTEM W PRODUCT INFO w OVERALL RATING w 


PRICE: N/A 
AVAILABLE: NOW 
DIFFICULTY: MEDIUM 


COMPANY: 

SEGA OF AMERICA 

130 SHORELINE DRIVE 
REDWOOD CITY, CA 94065 


PHONE: (415) 508-2800 


The simulated cockpit view 
moves smoothly and realisti- 
cally. The landscapes and 
backgrounds are varied, with 
beautiful colors and detail that 
Captures the mind-bending 
WHOOOSH! of flying really 
fast. | don’t know squat about 
military helicopters, but the 
ones in Thunderstrike \ook au- 
thentic to me. 


Frankly, | could live without the 
cheesy rock score. It sounds like 
moldy leftovers from the movie 
Top Gun. Luckily, you can turn it 
off. The sound effects are real 
hard-core helicopter humming— 
love the feel you get from those 
CDs! Aside from getting blasted  . 
out of your seat from missiles ' 
and gunfire, the mission briefing : 
voice-overs are fully explained 
in serious, manly audio. 
Operation & 
Mistiia’ : ey 
Simply aim and shoot. The 
goals are clearly defined, but 
pay attention to the mission 
parameters or you will fail. 
Three failed missions and 


on - you’re out. Make a fatal mis- 
Choose from ten different missions. take, and you'll see your. 


Engrave your name onto your dog tag If the target is locked, fire away! 
and step into the cockpit for a hot ride. 


THE LOWDOWN 

The best helicopter-shooter ever! 
It’s like having an arcade machine 
right in your home. Thunderstrike 
will leave all other games of its 
kind collecting dust on the shelf. 
The mission story lines add a 
sense of urgency to the already 
manic action. Highly recom- 
mended. (Hey, how ’bout some 
more cool Sega CD stuff like this?) 


The coolest part is seeing your —Chris Gore 


name engraved on a tombstone 
after a fatal mission. 


| 
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guide your pinball 

to destroy never-ending 
waves of creatures. 
Survive lethal bonus 

! “' rounds and score points 
SAR eS - beyond belief. 
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But in the end, will you 
defeat Darzel... or will 
the mighty Dragon 
have his revenge? 
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ncredible graphics! RS Ry 158 
Pulse-pounding , Bases Qeent 
action! Play “i BESS 


> 


r ") 


» 


: 
: 
! 


, 


DDD 


ELOY St eS Soa 


scone 18 598.700 


th . 4 
ook 4 
= = ia 

- > 

’ 
Fe < 
: 
* as 
: =e a <3 
tes 


a 


DRAGON’S REVENGE and 
you'll be convinced that 

you're playing the . i CO) s 
latest, greatest pinball » : ee acer 
game in the arcades! ee 
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But DRAGON’S REVENGE 
goes beyond that. 
A gleaming chrome ball SOY 
is your only weapon 

in a perilous quest filled 
with black magic, 
dragons, and other 
hideous monsters! 
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The digitized voice — 

of Darzel, the evil 
Sorceress, taunts 
you mercilessly 
as you 


675 Sycamore Drive, Milpitas, CA 95035 (408) 473-9400 


CIRCLE #115 ON READER SERVICE CARD. ee ae 


SYSTEMY PRODUCT INFO wv OVERALL RATING wv 


PRICE: $59.95 
AVAILABLE: NOW 
DIFFICULTY: EASY 
COMPANY: 


SEGA OF AMERICA 
130 SHORELINE DRIVE 
REDWOOD CITY, CA 94065 


PHONE: (415) 508-2800 


magine that Street Fighter = e 
|! and Mortal Kombat got EIS J ZUTAMOONS Fel OKI IAL i Ny 8 
married and had a baby—its : = 
name would be Eternal Cham- 
pions. Now, a lot of you might 
think that would be a good mar- 
riage, right? WRONG! Sega’s 
Eternal Champions \s so derivative of both of these 
topnotch games it has very little original of its own 
to offer. 
THEY THOUGHT OF EVERYTHING! It seems to 


ONE: PLAYER igo MAIS GENUS “a7 | actually like some of ECs’ char- 

 @ ras | acter designs. They’re reminis- 
cent of classic Marvel comics of 
the ’60s. The backgrounds have a 
3-D feel, and some of them are 
even original! The startup screens 
remind me a little too much of 
MK with the obvious use of the 
Yin-Yang symbols. 


me that Eternal Champions was callously designed 3 
by the sales and marketing department, with a : a. cei 
Solid creative team left out of the eee 
loop. This becomes very apparent ey gone oe ee 
| 7 cle oe ee Ne sound effects are blatantly 
when reading tne character PRACTICE OPTIONS lifted right from Street Fighter 
profiles—everything seems too Dt ae I, with even a lew staien trom 
well thought out. If there's such a | How many screens do I have to go Mortal Kombat! \s that legal? oo 
thing as a spirit to a video game, through before I get to FIGHT?! i : | Ay 


it's missing here. There's no sense 
of mystery whatsoever. When 
Street Fighter // and Mortal 
Kombat first appeared, we 
gradually discovered information 
about the characters, their 
Situations and their reasons for 
fighting. Eternal Champions gave 
me no sense that there were any 
secrets to be revealed—it’s like 
taking a vacation with every minute 
planned out for you—leaving any 
chance of spontaneity or fun out in 
the cold. Personally, | was 
underwhelmed by Ffernal Cham- 
pions, and the sad thing is—l 


e 


At least TURBO-FIGHTING speed is built in, 


y wanted to like it! I'll be taking My battles so we won’t see knockoffs like Eterna/ 
©, elsewhere. —Chris Gore Champions Tournament Edition. However, 
EC’s version of TURBO is pretty darn slow. 


THE LOWDOWN 
Eternal Champions is a good fight- 
ing game—unfortunately, we’ve 
seen this kind of good fighting 
game too many times before. Bla- 
tantly lifting the best aspects of SF 
/}and MK makes for a surprisingly 
weak combination. You will be un- 
derwhelmed. Recommendation: 
Rent it, try it, don’t buy it. 


Slash from EC and 
Blanka from SF //j—are 
these guys related? 


_ NAME: JOHN E. WARREN 
RANK: SERGEANT 
SERIAL NUMBER: 550628741 
Sergeant Warren was shot down by 
guerrilla forces last night while patrolling 


over enemy lines. He’s wounded, sleepless 
and desperate for help. 


There’s no time for diplomacy— 


YOU'RE GOING IN! 
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Infiltrate the secret under- Torch pesky aerial assault | Nose-dive into a war-torn 
ground prison and blow > platforms with caution— city and pull your waiting 
those terrorist gophers to es these pirates are using our men from the mounds of 


kingdom come. boys as human shields! burning rubble. 
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- Of invisibility and healing, a force 


annax the Dark Lady. | think that’s a re- 

ally cool name. She's the archenemy in 
Blades of Vengeance, whom you will have to kill at 
the final level. Mannax the Dark Lady has con- 
quered the Kingdom, and it looks like the forces of 
good have been defeated. This is one of those 
games in which you have to “restore order and 
goodness to the land.” So, basically, the game 
goes like this: Kill the monsters 
that get in your way, pick up magic 
Stuff that helps you out and kill 
Mannax the Dark Lady. 

And it's great! There are three 
characters: the Huntress, the Bar- 
Darian and the Wizard. Each one 
Carries a different weapon. The 
Huntress is my personal favorite. 
she’s got cool white hair, the same 
color as Jacques Derrida’s hair. 
And her sword can really kick some 
butt. She's got good posture, too. 
Anyway, about the sword—it can 
really chop and slash through 
those monsters. Effective weaponry 
can provide you with a great sense 
of satisfaction. That’s important 
whenever weaponry is concerned. 
You see that sword swoop through 
the air, hear it slash so that it al- 
most whistles (a nice “swoosh” 
Sound) and the monster has been 
obliterated. 

Each character also has a spe- 
cial mode of attack. The Huntress 
has a missile that shoots out from 
her crossbow and divides into four 
power bursts. You'll also find a lot 
Of equipment on the way: potions 


field potion, bags of silver and gold 
SO you can buy stuff and keys to 
open locked doors. The Midas 
Ring is cool; it turns monsters into 
bags of silver. 

Eight levels lead to the final 
showdown with Mannax the Dark 
Lady, and, at the end of each level, 
there is, of course, a boss you've 
got to fight. But, at the beginning of a 
each level, your Master will jive —_—_—_——anm 


oe” 
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PRODUCT INFO w 


PRICE: $59.95 
AVAILABLE: NOW 
DIFFICULTY: EASY 


COMPANY: 

ELECTRONIC ARTS 

1450 FASHION ISLAND BLVD. 
SAN MATEO, CA 94404 


PHONE: (800) 245-4545 


you an overall description of what you’re up 
against and will also drop a hint. 

| like the challenge of the game. It’s not just 
monsters youve got to face but also stuff like 
falling into pits of fire, jumping from ledge to 
ledge before each ledge sinks—that kind of stuff. 
50 basically, there's a lot to do. But the two-player 
mode is simply whack. | hate waiting around for 
another guy before you 
Can move on, and you're 
always fighting for bags 
of silver and potions. | 
recommend that you just 
go it alone. 
—Betty Hallock 
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The Huntress defends 


herself from evil little 
fireballs with feet. 


_ Satisfaction after killing some- — 


well, too, and the defensive 


OVERALL RATING wv 


Graphics are practically superb. 
All the characters and monsters 
look really good. | like the float- 
ing eyes that squirt blue liquid. 
Everything’s smooth, and the an- 
imation’s excellent too. Even 
though the characters look great, 
some of the backgrounds could 
have been a little better. 


The music’s not anything that 
Sticks in your head, but it’s good 
that you don’t notice it, so you 
can just get on with the game. 
The thing that sounds good is 
when you hit enemies with what- 
ever weapon is at hand. Good 
sound effects. 


Excellent control. | felt almost as 
if the sword were actually in my 
hands, because | felt so much 


thing. Each character jumps | 


stance hh comes in ae Lo 


THE LOWDOWN 


A fantasy/adventure game worth 
having as a part of your own col- 
lection. If you’ve got the spare 60 
Or so bucks, check it out. I’m 
telling you, the Huntress really has 
it goin’ on. 


é ‘mM still trying to figure out why the man- 
ufacturer decided to do this game. The 


=” 


motion picture series is overdone and not that 
popular. The RoboCop license tie-in alone 
wouldnt ensure the success of a video game, 
and this game isnt such a programming 
masterpiece that it could stand on its own. 

RoboCop 3 continues the saga of our 
cyborg hero, this time in Old Detroit, 
restoring law and order to a drug- and crime- 
infested neighborhood. 


YLY LE) 


PRODUCT INFO Ww 


OVERALL RATING wv 


PRICE: N/A 
AVAILABLE: NOW 
DIFFICULTY: EASY 


COMPANY: 

FLYING EDGE 

71 AUDREY AVE. 
OYSTER BAY, NY 11771 


PHONE: (516) 624-8888 


GRAPHICS & 


The graphics are average at 
best—not very detailed, not 
much multilayered scrolling 
and not very good anima- 
tion. Even the explosions 
are boring. The best graph- 
ics you'll see are on the 
title screen. 


at oe ee nd 
Net Pd onl xed nel and need 20d ak OO 


SOUND/MUSIC 7 


Here is where the game ex- 
cels somewhat. The actual 
sound effects are pretty 
lackluster, but the sound- 
track is really enjoyable and 
appropriate for the theme of 
the game. 


PLAYABILITY 4 


This is by far the weakest 
aspect of RoboCop 3.\hada 
real tough time sitting down 
to play this game. There is 
nothing that focused my 
attention on the game. 


You really have to be a die-hard fan of the 
RoboCop game series to have any 


appreciation of this game. 


The game is a hybrid of a stereotypical 
platform game and an overhead-perspective, 
vertically scrolling shooter. It's broken up 
into three different phases, and each phase, 
in turn, has two levels, for a total of six. 
There is also your typical variety of power- 
ups and weapons that youll collect along the 
way. You also have the usual menu settings: 
lives, continues, etc. 

Besides only having a handful of levels 
to play through, RoboCop 3 is extremely 
redundant. Most of the baddies look alike, 
and there isnt that much of a difference 
between levels. 

There are many things that could have 
been done with this game besides making It 
another platform/shooter. How about a 
first-person perspective RoboCop game 
instead, with a Lethal Enforcers |ook? Nah, 
maybe were better off just letting this 
Series die, Sparing us from any more 
tedium and torture. 


EDITORS’ RATINGS 


THE LOWDOWN 
Basically, Robocop 3 adds nothing 
new to the action/platform/shooter 
genre. There is some variety in 
the game—the switch of perspec- 
tives from a platform to a 
shooter—but the game just fades 
into the sea of an already oversat- 
urated game genre. 


—Mike Davila 


SYSTEM YW 


opeye 2 for the Game Boy is really cute. | hate 

using the word “cute,” but that’s exactly what 

this Popeye game is. It stars Popeye, of course—a 

little tiny Popeye with one huge arm. You can even 

see his tattoo. It'll remind you a lot of the first Mario 
Brothers tor the Game Boy. 

Popeyes got a pretty powerful punch. Use it to 

fend off crabs, birds, bats, lizards and such. They'll 

try to get to Popeye first, and they'll drain him of his 


9 43-3333-44 
RaAgeeugeedg «<2 2 3 
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Popeye doesn’t like seafood. 


’ energy. Once all his energy is gone, he’s dead, 
that’s it, bye-bye. Otherwise, that’s all he has to 
' worry about until he meets up with the boss at the 
| end of each level. Wait! Don’t let Popeye fall into 
\* oblivion. The ground may fall away, right from 
| under his feet. But he can jump his way to safety. 
There are also certain stages in which Popeye 
must jump from tenuous block to tenuous block. 
950 be careful. 
Popeye does start with three lives and gets five 


PRODUCT INFO vw 


PRICE: N/A 
AVAILABLE: NOW 
DIFFICULTY: EASY 
COMPANY: 


ACTIVISION 
11440 SAN.VICENTE BLVD. 
LOS ANGELES, CA 90049 


PHONE: (310) 207-4500 


(yes, five!) continues, and there are cans of 
spinach to be found throughout each stage of each 
level. An energy indicator is located at the top-left 
corner of the game screen. At the beginning of the 
game, Popeye has three cans of spinach, but he 
can accumulate more cans by punching through 
certain blocks on the screen. And we all know what 


lleoking tor you? 


ee ere 


,a strange sound? 


spinach does for Popeye: His arm increases in 
both size and strength. Other power-ups make him 
invincible—he starts to flash on the screen and 
the music speeds up, and that’s when you know he 
can walk through bats, crabs, lizards, whatever. 
Just don't fall. Popeye is also on a time limit: if he 
doesn't pass through a certain stage in a certain 
amount of time, he's dead. But it's not hard to get 
through in the amount of time they give you. 

The graphics are pretty good, but just all right. 
Everything is little squares. Those liquid crystal 
pixels just aren't doin’ the job. Some okay 
backgrounds like palm trees, mountains, clouds. | 
didnt run across anything really exciting though. 
Popeye 2 |ooks good. But the music is the game’s 
worst feature. | hate bad music, because | don’t like 
turning the sound down when I’m playing a game. 
And | shouldn't have to! 

| didn't ever happen to run across Alice the 
Goon, which is too bad, because | really dig her. 
She and Popeye should have gotten together at the 
end of the game. 

—Betty Hallock 


OVERALL RATING Ww 


Popeye’s lookin’ good. | like 
the way he’s always holding 
up his arm with the tattoo as 
he’s walking along. Other- 
wise, all those squares don’t 
interest me. 


The game’s worst feature. 
The only good music was the 
Original “Popeye the Sailor — 
Man” score that plays only 
with the title screen. 


Popeye's really easy to con- 
trol. He can climb ropes re- 
ally well. He doesn’t move ~ 
too alm. 8 either. Shake a 


THE LOWDOWN 
Cute game. I'd put my money into 
it if it didn’t cost an arm and a leg. 
| hear it’s really popular in Japan. 
And | can get into it. 


_ Pre-programmed with all special moves for SFil/Turbo™ & Mortal 


tc. More Products — 
(Innovation) Presents That Don’t Suck! 


#1. What do you do when you have 4 friends over and you only have one Super Nintendo™? 
A. Two of you play while the others just, you know, kinda sit there. B. Buy another Super Nintendo™ and a TV. (Yeah... Right!) 
Answer: None of the above! Get the new ee ne Adapter so everyone can play! (on specially designed games) 
api Super 5 Mull jer Adapt« Super 5 Multi-Pak 
3.5P For | r Nintendo™ sue For Super Nintendo™ 
SUPER 5 Lets you connect up to 4 addi- Save big when you buy the 
EL USie ot le ) Mam tional controllers so that up to Multi-Pak. Included are 3 con- 
ADAPTER 5 people can play special 4 trollers with Turbo-Fire & 


, : Slow-Motion features, and the 

> by Innovation ™ and 5 —— ike John :! Super 5 Multi-Player Adapter. 
Madden ‘94™ & NHL Hockey It’s like buying 3 control pads 

‘94™ by Electronic Arts™! and getting the Super 5 


Adapter for FREE! 


#2. What do you do when you want to kick your friends butt in Mortal Kombat™ or Street Fighter Il Turbo/Champion™? 


A. Blindfold him and kick his butt. B. Handcuff him and kick his butt. 
Answer: None of the above! Just plug in The Immortalizer or The Fighter pre-programmed control pads, or connect the Super Pro 
pr programmed control module, each with built in special moves, and kick his butt! (and this way you won’t get in trouble either) 


These amazing controllers 
come pre-programmed with 
special moves, a separate 
set of buttons activates the 
moves. The Fighter for 
SNES™ comes with special 
moves for Street Fighter Il / Turbo™. The Fighter for 
Genesis™ comes with special moves for Street Fighter II 
Champ™. The Immortalizer for SNES™ and The Immortalizer 
for Genesis™ come with special moves for Mortal Kombat™. 
All versions feature Turbo-Fire and Slow-Motion. Sega ver- 
sions are six button compatible. 


eB 


MODE 


Super Pro 


Programmable Control Module 


Super Pro For SNES™ Super Pro For Genesis™ 
Turn any normal control pad or joystick into a programmable one! 


Kombat™ and you can program 12 of your own moves for any game! 


#3. What kind of stick will work 
A. Lipstick. B. Popsicle Stick C. Wooden Stick 
Answer: Guess what? Trick question! None of those will work! What you need is one of Innovations exciting new multi-system joysticks! 


ony auek for use on Gen, SNES, T.Duo & Neo The Stick? for use on Genesis™ & Super Nintendo™ ' 

Super Stick for use on Genesis & SNE Features include programmable rapid-fire Features real arcade feel using high quali- 
Compatible with all 6-button games. uieia. and slow-motion. Compatible with all 6-but- ty arcade parts. Include Turbo-Fire & Slow- 
- Fire, Slow-Motion, and an optional remote ton games. Heavy-duty construction using Motion. Compatible with all 6-button 
control module for wireless operation! high quality parts. Includes 12 foot cord. games. 


For a free catalog send $1.00 for postage to: Innovation - P.O. Box 360, Old Saybrook, CT 06475 (203)395-3090 


Sega and Genesis are trademarks of Sega Enterprises, Ltd. SNES and Super Nintendo are trademarks of Nintendo Of America. Mortal Kombat is a trademark of Midway Manufacturing Company. Street 
Fighter ll, Turbo, Championship Edition are trademarks of Capcom, USA, Inc. John Madden Football ‘94, NHL Hockey ‘94 are trademarks of Electronic Arts. NHL is a trademark of the National hockey 
League. Innovation products are not —— manufactured, sponsored, or endorsed by any of the above companies. Photos by Daniel M. Studio, Westbrook, CT. 
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/\ Hurry Before They’re Gone : 
To Order Call 203-395-3092 or For Ase Information Call 203-395-3095 


SYSTEM W 


4% ers should work on that. The pas- 


PRODUCT INFO wv 


PRICE: N/A 
AVAILABLE: NOW 
DIFFICULTY: EASY 


COMPANY: 

GAMETEK INC. 

2999 N.E. 191ST ST., SUITE 500 
N.. MIAMI BEACH, FL 33180 


PHONE: (305) 935-3995 


Said, some good pinball action 
and a lot of point and bonus- 
collecting features: Drop targets, 
mushroom bumpers, ball traps, 
rollovers and mushroom drop 
targets all offer millions of 
points, jackpots, extra 
balls—the whole bit. It’s in 
there. You've only got one set of 
flippers, but they do 
their job pretty darn 
well. You've got to be 
careful, though. There 
are a lot of ways you 
can lose your ball. 
You can shoot it right 
off the screen, right at 
the beginning from 
the ball gate. And sometimes it even drops from 
the ball gate, and you've lost it before you even 
Start playing. Other times, the ball will fall right 
through the flipper at the flipper’s hinge. That’s 
Okay, though; it just helps 
make for a more challenging 
video game. 


t first, | thought there 

might be more to this 
game than one might initially 
think, but that’s not quite the 
case. Yes, its got good pinball 
simulation, but the graphics 
arent that great. | like most pin- 
ball video games almost as 
much as | like playing pinball in 
the arcade, and this one is entertaining for 
the most part. It just seemed like maybe 
something was missing from the game. 

Games like Dragon’ Fury, Dragon’ Re- 
venge and Sonic Spinball/ have either bonus 
levels or some kind of level progression that 
offers different pinball game screens. This 
one has three separate games: “Ignition,” 
“Steel Wheel” and “Graveyard” (my per- 
sonal favorite), but, during any one game, you're 
always working with the same screen. There is no 
variation. 

And the pinball screens are too simple. Each 
one looks like it's pretty much all 
one color. It makes the whole 
screen look kind of blank. “Igni- 
tion’ is a reddish color, “Steel 
Wheel” is brownish and “Grave- 
yard’ is bluish. Each separate 
game features one picture: a 
rocket, a train and a bat, respec- 
tively. Not much to look at, really. 
I'd rather watch commercials on 
Saturday morning TV. Heck, I'd 
rather watch infomercials about 
Spray-on ie or that “Oxygen 
’ Cocktail” stuff—you know, ‘the 
soviet athletes’ secret weapon.” 
Maybe. 

A lot of stuff lights up, but the 
“lights” are pretty small and, of 
course, not as exciting as the 
pinball games in the arcade. | 
don't really expect that from any 
pinball video game, but develop- 


—Betty Hallock 


sage that leads from the ball gate 
to the actual game in “Steel 
Wheel” looks cool—it looks like 
railroad tracks. 

The ball moves fast. Like | 


| than one set of flippers. Oth- | 
/ -erwise, the eae as 
- bala is realistic. oe 


OVERALL RATING vw 


It seems like the designers could 
have come up with something 
more exciting. Everything looks 
kind of blah. It needs more pic- 
tures on each game screen. Only 
one small picture down near the 
flippers just isn’t going to cut it. 


A pinball game isn’t much with- 
out good sound. Fortunately, 
Pinball Dreams has pleasant 
sound and music. Different mu- 
sic for each of the three pinball 
games. Good pings. You've also 
got the option to tum it off. 


It’s easy to follow the ball. 
It’s too bad there isn’t more © 


THE LOWDOWN 


A decent game for the Game Gear. 
There’s more to do than there is to 
look at. But it’s not a pinball game 
I’d return to over and over again. It 
was fun while it lasted. It’s just 
that the game didn’t offer any re- 
ally outstanding features. 


PRICE: $49.95 


AVAILABLE: NOW 
DIFFICULTY: 


T-HQ MALIBU GAMES 
CALABASAS, CA 91302 


PHONE: (818) 591-1310 


] 
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GRAPHICS 


The graphics are supercool. 
igus tse eee ee ~~ ’ _ Although the characters are a 
pr eye a . - bit small, they move and 

US Gal itary combat 7 7 ~ # fight really well. The battle- 
field, tanks and jeeps look 
realistic, and the mutant 


After The ar of 1999, Raeeraae £3 creatures are the best. But 


there’s no blood! 
Suarned Into The War Zone... 


satan 


SOUND/MUSIC 


The machine gun and 
weapon sounds are realistic, 
and the background is 0.K. 


PLAYABILITY 


Total Carnage is super- 
playable. The controls work 
great and do what they’re 
supposed to. | had absolutely 
no trouble maneuvering my 
soldier whatsoever. 


EDITORS' RATINGS 
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A shooter that may remind you of Nin- 
tendo's Star Fox, Cybermorph makes a 


decent pack-in for the Jaguar. The simulation 
of flight is what really attracted me to the 
game. You can move around everywhere— 
theres a lot of terrain to cover! Go forward, 
sideways, even backward (yes, there’s a back- 
ward thrust!). The backward thrust is very 
helpful if a hostile enemy is on your tail: Just 
reverse Suddenly and shoot when he passes 
you. While it’s not the fastest game I’ve ever 
played, the ship's speed is excellent; you can 
really get into flying the thing. 

The ship is actually called the Cybermorph 
Transmogriffon, or T-Griffon, and it’s your 
morphing attack craft. Pretty nifty, eh? It’s not 
always easy to control, but it will follow the 
terrain pretty closely. It's up to you to avoid 
mountains and buildings and stuff. The /- 
Griffon also features the capability to hover 
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PRODUCT INFO v 


PRICE: INCLUDED WITH SYSTEM 


AVAILABLE: NOW 
DIFFICULTY: EASY 


COMPANY: 

ATARI CORP. 

1196 BORREGAS AVE. 
SUNNYVALE, CA 94089 


SELECT DESTINATION 


KAPIT OL 
PODS 27 
RESCUE 27 

¥YORTEXERS © 


ACCESS CODE 1 008 


**” PHONE: (408) 745-2000 


eae ae Bs 


like a helicopter and change 
shape (morph, right?). 
Anyway, the story is this: 
Youre in the midst of the 
Galactic War, instigated by the 
Pernitia Empire (those oh-so- 
evil Pernitians) whose domain 
consists of several planets 
infested with robotic technolo- 
gies that can rebuild them- 
Selves. Your side had new 
weapons designed, but they 
were intercepted by the enemy: 
now they're contained in pods 
throughout the empire. The 
pods also contain information 
and supplies. 
| got kind of sick of pods by the time I'd fin- 
ished playing. That's all you do on each level 
Or planet: pick up pods and shoot some ene- 


{ Poneremarings ao 
= ~- 


mies. It's funny, though...the pods contain 

everything from the new weapons to medical 

supplies to actual people who were cryogeni- 

cally Suspended in the pods. Too bad you 
cant see into the pods. 

Power-ups, weapon coins 

(including super weapon coins 

like Thunderquakers, Nitros and 

Detonators), bonus rings and 

other weapon coins can be 

picked up on each planet. 

There's an array of weapons to 

be found, but there’s not that 

much combat to encounter in 


Get a great view 
from any angle. 


Some very promising poly- 
gon-based graphics. Some 
detail is evident (like the 
shading on the wings), and 
the explosions look good. 
The horizon is too plain, 
though, and certain elements 
appear too suddenly. 


SOUND/MUSIC 


sound effects and Skylar’s 
voice are really cool. What's 
great about the sound is that 
you can “mix” the levels of 
the sound effects, voice and 
engine noise. They're all 
separate! The title theme 
song is great too...but 
where’s the in-game music? 


PLAYABILITY 


| thought flying backwards 
and hovering were a big 
deal. It’s really easy to 
manipulate your speed. | 
love the fact that you can fly 
around absolutely anywhere, 
taking the time to explore 
terrain and blow things up! 


EDITORS’ RATINGS 
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PRICE: N/A 

AVAILABLE: NOW 
DIFFICULTY: MODERATE 
COMPANY: 

CAPCOM USA INC 

3303 SCOTT BLVD. 
SANTA CLARA, CA 95054. 
PHONE: (408) 727-0400 


ey, 8-bit fans. ..re- —— Rescue Rangers is missing from this 
member this one? nha eri Regep edlain sequel. There are no faucets to be 7 
The original Chip 'n turned off by jumping on them, no 
Dale—Rescue Rangers metal boxes that can be reused after 
appeared in 1990: at the your enemies take them off your 


The characters are small, but 
the scrolling backgrounds are 
colorful and well-defined. 


time, it was one of the head—even the map screen and al- The boss characters are big, 
most playable and imagi- ternate routes are no longer an option. and there’s less flicker than 
native of games, particu- The game's overall atmosphere and you’d expect from an 
larly among those with an Stage design seem relatively unin- NES game. 


option for two-player cooperative 
play. How does this long-overdue 
sequel compare? 

Well, the plot is the same—the 
boys run and jump through waves 
of hazards in search of their arch- 
nemesis, Fat Cat—but it does have 


Spired. There's a “haunted 
house’ stage that’s pretty 
cool, but many other levels 7 
try in vain to stir up excite- 
ment. At one point, Fat Cat 
locks our heroes in a refrig- 
erator aS an on-screen timer 


Again, an above-average 
effort...but I’d like to hear 
more bass or some sampled 
sounds. Also: Why hasn’t the 


all-new scenarios and many new reminds the player that title theme been updated © 
enemies. Chip and Dale can also : Gem they'll freeze if they don't find since the first Rescue 
pick up boxes to throw an ae within three minutes. This would Rangers game appeared? 


Or hide under. Hiding 
in boxes was one of the 


have been a great tension-builder if it 
werent possible to escape in less than 


coolest things about 60 seconds! ; | . @ 
the first game, so it's The high point of Rescue Rangers 2 oo 
great to see this feature is the “Western World” carnival stage, in A little too frantic for a 


intact. In accordance 
with the laws of car- 
toon physics, you can 
now choose to throw 
an item in a kind of wobbly pattern Hi 
releasing it while running. This trick 
gives your weapons a wider attack 
pattern, which comes in handy against 
certain enemies who bat projectiles 
Way Dack at you, Babe Ruth-style, if you 
1 (ul fling ‘em ina straight line. 
Unfortunately, much of the really 
appealing gimmickry of the original 


which Chip and/or Dale must ride on ___‘“elatively short game, but it's _ 
mining carts, controlling their speed __ Still. a solid platform-game 
with tiny throttles as they try to avoid formula. It’s fun to pick up 
falling boulders and swinging wrecking eu ne chipmunk log 
, : — two- “player mous e and fling 

balls. It's the game's most hit : 7 
challenging stage, so it’s no 
Surprise that it’s also the 
most rewarding. 

—Chris Bieniek 


Three years later, 
Capcom releases a 
Rescue Rangers sequel 
for the NES. 


THE LOWDOWN 
Though Disney’s Chip ’n 
Dale—Rescue Rangers 2 may not 
live up to the high standards of its 
predecessor, it’s not bad for an all- 
new NES title—hey, in these days 
of 16-bit dominance, beggars can’t 
be choosers! The fact that the 


| ast apr a ylt 


game’s ending hints at yet another 
sequel is definitely worth noting. 
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World Soccer '94 


Password Backup 
Battery Backup 
League/Season Play 
Tournament 

Instant Replay 

Team Construction 
League Construction 
Simulation Mode 
Arcade Mode 
17a ¢ @ 
Official License 
Substitutions 
Exhibition/Practice Mode 


RA BAAR. A 


5 players 


ith the impending arrival of the World 

Cup here in 1994, video soccer finally 
seems to be getting its due, as the surge of new 
games continues. Atlus and Rage Software have 
teamed up to produce one of the better efforts 
available for the SNES. 


World Soccer '94 is an option-lover’s dream. 
Dont like any of the 64 world teams prepro- 
grammed into the game? Fine—use the Squad 
Editor to change a team’s name, player names 
and abilities, then top it off with the Kit 
Designer, which allows uniform, skin and hair 
color modifications. Other options include 
Match Length, Auto Keeper and New or Old 
FIFA Rules. 

Not content to offer a single tournament play 
mode, World Soccer includes the Super Cup, 
World Knockout, World League and even In- 
door Soccer. While most of the tournaments are 
of the single-elimination variety, World League 
lets you select up to 16 teams for season play, 


PRODUCT INFO W 


PRICE: N/A 
AVAILABLE: NOW 
DIFFICULTY: EASY 


COMPANY: 
ATLUS 
17145 VON KARMAN AVE., STE. 110 
IRVINE, CA 92714 


PHONE: (714) 263-0582 


any number of which you or your friends can 
choose to control. 

The game features eight different team forma- 
tions and six team strategies, such as Defensive, 
Cautions and Breakaway. Coaches can set their 
initial formation and strategy before the start of 
the game and modify it at any time. Pressing X 
will display the team’s current formation and strat- 
egy on the scoreboard; the Left and Right buttons 
let you scroll through the choices. 

While the coaching options and player con- 
trols are good, the actual game play of World 
soccer isn't the most realistic. The players move 
across the pitch at incredible speed and respond 
to controller input with dazzling accuracy. This 
makes the matches fast-paced and exciting, but 
ignores such aspects as fatigue and injuries. The 
game does include features most soccer fans 
would expect, however—such as corner, penalty 
and goal kicks, throw-ins, fouls and yellow and 
red cards—giving it a good balance between real- 
istic simulation and arcade fun. 

—dJeffrey Tschiltsch 


GAME SELLE tion 


"FRIENDLY GAME = 
HORLE KNOCKOUT & 
WORLD LEAGUE | © 

hm KENDOOR SUCcER 
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RAGE 


SUP TRRRE 


OVERALL RATING v 


GRAPHICS 


The players are small but 
well-defined and colorful. 
The animation is extremely 
smooth, with terrific field 
scrolling. Nice option 
screens and scoreboard ani- 
mations. 


SOUND/MUSIC 


The only music in the game 
is on the menu screens. 
Other than the great crowd 
noises, there really aren't 
much in the way of sound ef- 
fects either. 


PLAYABILITY 


It takes a few minutes to ad- 
just to the speed of this 
game. (It’s FAST!) The con- 
trols are easy to master, and 
your players respond in- 
Stantly to your commands. 
The wide variety of teams 
and tournaments provides 
plenty of challenge. 
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THE LOWDOWN 

Those looking for a true simulation 

might be disappointed, but World 

Soccer 94’s fast and frantic game 

play will make it a hit with arcade 

SELECT LEaGue fans. Everyone will appreciate the 
= “sss various coaching, tournament and 

are team editing options. 
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ABC Monday Night Football 


Password Backup 
Battery Backup 
League/Season Play 
Tournament 

Instant Replay 

Team Construction 
League Construction 
Simulation Mode 
Arcade Mode 
1v2..3:..4 
Official License 
Substitutions 
Exhibition/Practice Mode 


5 players 


i ONS ANAS 


BC Monday Night Football is one of those 

games that looks great on paper but fails 
to deliver. It starts out okay, with an excellent 
intro featuring the trademark crashing helmets 
and distinctive music that begins every telecast. 
The game doesn’t have an NFL license, but you 
Can get around that with the Team/Player con- 
struction mode. 
What really kills MNF is the terrible game play: 


his port of 

Electronic Arts’ 
Bill Walsh College 
Football is virtually 
Ine same as the 
ieee maa 6Genesis cartridge 
version. The CD features the same great graph- 

_ ies, coaching options and playability that made 
_____| {he cart such a winner. 

The CD enhancements come in two areas: 
sound and video. The new music is simply out- 
standing and features quite a bit of variety. | found 
myself leaving the game sitting at the different 
menu screens just to hear the new tunes all the 
ini} Way through. New background crowd noises play 

1 throughout the game (listen for the guy calling out 
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Bill Walsh College Football 


Password Backup 
Battery Backup 
League/Season Play 
Tournament 

Instant Replay 

Team Construction 
League Construction 
Simulation Mode 
Arcade Mode 
1V¥2V73vV4 
Official License 
Substitutions 
Exhibition/Practice Mode 
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PRODUCT INFO wv 


PRICE: N/A AVAILABLE: NOW 
DIFFICULTY: EASY 
COMPANY: 
DATA EAST 
1850 LITTLE ORCHARD ST. 
SAN JOSE, CA 95125 
PHONE: (408) 286-7080 


The players move so slowly when 
youre controlling them it almost 
seems the game has locked up: 
the play selection screen features 
only eight offensive plays; there 
are no true defensive plays—the 
defense just tries to guess which 
play the offense will choose. The 
only interesting feature is when 
you Call a Power Play. Once you 
hike the ball, the standard field 
view is replaced with a cinema 
depiction of the action. It's a cool 
idea and looks great, but you can 
only call Power Plays a couple of 
times during a game. 

The game features some clean digitized 
speech courtesy of Frank Gifford, but the samples 
are few and repeated so often you'll wish there 
was a way to turn them off. There's a little scaling 
and rotation, but, for the most part, the power of 
the SNES is wasted, as will be your time if you 
bother to rent this dud. 

—Jeffrey Tschiltsch 


PRICE: N/A AVAILABLE: NOW 
~ DIFFICULTY: MEDIUM 
COMPANY: 
ELECTRONIC ARTS 
1450 FASHION ISALND BLVD. 
SAN MATEO, CA 94404 
PHONE: (SOO) 245-4525 


“Peanuts!”), and clever 
programming of the 
volume creates terrific 
atmosphere. Surpris- 
ingly, the digitized 
sound effects have an 
annoying amount of 
Static and are overly loud (especially tackles). 

You say the intricacies of college vs. pro foot- 
ball are lost on you? No problem; the Walsh 
Video Library features 24 video segments of the 
coach discussing such topics as recruiting, game 
Strategy and college campus life. All of the clips 
are simply Walsh talking: it would have been nice 
to have some football footage included. The digi- 
tized video Is very clean, however, with perfect 
speech synchronization. 

—Jeffrey Tschiltsch 
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THE LOWDOWN 


OVERALL RATING W 


GRAPHICS 7 


Reminds us of an 8-bit machine with 
scaling and rotation. 


SOUND/MUSIC 7 


Not bad. Some digitized stuff with 
Kathy Lee’s hubby. 


PLAYABILITY oh 


The worst aspect of the game. Slow 
and awkward. 


EDITORS’ RATINGS 
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THE LOWDOWN 
Simplistic game play and awful control 


- ruins what could have been an interest- 


ing game. The few novel features and 
ABC license are not nearly enough to 
save it from mediocrity. 


GRAPHICS 9 


Some real cool video demonstrating 
the capabilities of CD. 


SOUND/MUSIC 9 
New music with a whole lot of sound 


variety that will entice you. 
PLAYABILITY 7 
Just like the cart, simply great! 
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Music and video are cool enhance- a 
ments to an-already great game, 
but not enough to make it worth © 
upgrading if you already own the 


Cartridge. — 
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TRADING CARDS, P.O. Box 16928, North Hollywood, CA 91615-9960 


Name 


sign me up for one-year 
(12-issue) subscription to TRADING CARDS 
for only $17.95 and send my Star Cards City/State/Zip 
pack today! I'll save $24 off the annual “Payment Enclosed Charge My [Visa 
newsstand price and get my StarCards + 
pack absolutely FREE! Steneiue 


Make Checks payable to L.F.P., Inc. Foreign add $10. Basic subscription rate: $17.95. 
Your first issue will arrive in 6 to 8 weeks. WATCH FOR IT! 


Address 


MC 


Exp. 
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Password Backup 
Battery Backup 
League/Season Play 
Tournament 

Instant Replay 

Team Construction 
League Construction 
Simulation Mode 
Arcade Mode 

1 2 3 4 
Official Licence 
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Password Backup 
Battery Backup | 
League/Season Play BY 
Tournament : 
Instant Replay 

Team Construction 

League Construction 
Simulation Mode 

Arcade Mode 

1 2 3W4 5 players 
Official Licence 
Substitutions 
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Password Backup 
Battery Backup 
League/Season Play 
Tournament 
Instant Replay 

Team Construction 
League Construction 
Simulation Mode 
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Password Backup 
Battery Backup 
League/Season Play 
Tournament 

Instant Replay 

Team Construction 
League Construction 
Simulation Mode 
Arcade Mode 
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Official Licence 
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John Madden Football 93 Electronic Arts 


sports Illustrated Football Malibu Interactive 


John Madden Football Electronic Arts 


NFL Football Konami 


Troy Aikman Football Ltd. Tradewest 


27 Football Fury American Sammy 
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GameTek 
Phone: (305) 935-3995 


This action/platform game is nothing origi- 
nal, but it is entertaining nonetheless. There 
are five different worlds that you must tra- 
verse. The large on-screen character makes 
it easy to play. Controls are also pretty 
straightforward. 


rYPRESS START 


Capcom 
Phone: (408) 727-0400 


Capcom’s popular Mega Man series is like an 
old friend you can come home to—especially 
considering there are practically no new NES 
games anymore. This latest and maybe last 
NES Mega Man game has all the elements 
that made its predecessors so popular. 


Osment! 


U.S. Gold 
Phone: (415) 693-0297 


Many people will recognize this 4-meg 
Game Gear game from its arcade or 16-bit 
Genesis sibling. This first-person motocross 
race game has five different tracks to choose 
from. There is also a variety of motorcycles 
to upgrade to. 


Acclaim 
Phone: (516) 624-9300 


This wrestling game by Acclaim is the first 
game of that type to come along for the Sega 
CD. Real audio tracks add a lot of enjoyment 
to the game. There are 20 wrestlers and four 
modes of game play to choose from. The 
over-the-head chair is missing though. 
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Acclaim 
Phone: (516) 624-9300 


We’ve seen Bart in just about every unimag- 
inable adventure. This time, he’s back in a 
parody of the popular childhood fable of 
almost the same name. The game evokes a 
chuckle—but that’s all that you'll get out of 
this one. 
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UBI Soft 
Phone: (415) 332-8749 


Gran Prix race games are not a new genre to 
video games, but what sets this game apart 
from other race games is the amount of 
options available to the player. There are 
three different modes and a slew of con- 
struction options. 
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GAME DEVELOPED BY 
i NFOGRAMES 


LicENSED BY Ni NTENDS 


Electro Brain 
Phone: (801) 531-1867 


This very, very Mario-like game is fairly 
entertaining. You'd swear the sound effects 
were straight from SMW. You might say that 
this game is a cross between Jhe Lost 
Vikings and Super Mario World. 


The Software Toolworks 
Phone: (415) 883-3000 


There are a few games that we eagerly 
anticipate to play, and this was one of them. 
It was only a matter of time before the clas- 
sic game came to the systems. There are 
differences from the classic, but a lot more 
could have been done to improve it. 
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Seta 
Phone: (702) 795-7996 


Unfortunately, this game falls into an end- 
less sea of games, with nothing to set it 
apart from the rest. However, the game isn’t 
completely without entertainment: When the 
girl falls from high altitudes, she is embar- 
rassed as her skirt blows up. 


Phone: (213) 878-0101 


What this game lacks in game play, it makes 
up for with excellent graphics. There are 
four different worlds and 64 levels to this 
game, but the controls are lacking and the 
action is pretty much more of the same old 


TRIFFIX 
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Phone: (203) 395-3090 


This game gets a 10 for originality, but a 
more effective use of the split screen could 
have been made. The game’s music is 
catchy and doesn’t get on your nerves. 
Dream TV is a hybrid of both action and puz- 
zle solving. 
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LJN 
Phone: (516) 624-9300 


When the Genesis version of this beauty first 
came out, gamers praised it for being so 
close to the arcade version. This SNES ver- 
sion goes one step further. The graphics are 
superb and so is the audio! 
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Flying Edge 
Phone: (516) 624-9300 


This platform game based on the popular 
indestructible dummies features four zones 
of platform play. The action is pretty stan- 
dard for the most part, with the Crash 
Dummies theme applied. It seems to use the 
same programming drivers as Wayne’s World. 


GameTek 
Phone: (305) 935-3995 


A very plain-vanilla action game with a neat 
soundtrack. The character control is weak 
for the most part. The challenges are too 
easy and the game is too short. This game 
should have been left to exist only in the 
Game Gear format. 


Electronic Arts 
Phone: (415) 571-7171 


Lotus Il: R.E.C.S., for the most part, is a 
fairly simple to play and straightforward 
race simulation that lets you play without a 
lot of setup hassle involved. Gamers can 
even choose the soundtrack via a compact 
disc player in the dashboard of the car. 
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Flying Edge 
Phone: (516) 624-9300 


Based on the motion picture, as is the case 
with its SNES sibling, this platform cart con- 
tains plenty of challenges and rooms to tra- 
verse. Interestingly enough, this game was 
also designed by Ocean, who previously did 
the SNES version. 
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Codemasters USA Inc. 
Phone: (212) 984-0714 


An very interesting hybrid of both platform 
action and adventure, though the action part 
doesn't work too well. Also, we are still try- 
ing to figure out why the screen is reduced 
in size, limiting the viewing size of the 
action screens. 


ae 


aie: 


Interplay 
Phone: (714) 553-6678 


This Viking game is virtually identical to 
both the previously released PC and SNES 
versions. The graphics and sound are just as 
good, but the controls don’t seem as respon- 
sive to the touch. 
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= The complete story on the 
making of Batman: The 
# Animated Movie! Batfans of all 


= ages will be blown away by Wild 
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feature with original art by 
= Bruce Tim. 


Beavis and | a” a a = You'll also get a load of Aeon 

Butt-Head os Flux, Shnookums and Meat 

LOOK-A-LIKE =» and more Ren and Stimpy. 
CONTEST 


) You'll get a look at cartoon 
specials from Christmas past 
like Rudolph the Red-Nosed 
Reindeer, The Grinch Who 
») Stole Christmas and the 
newest holiday treat, Tim 
Burton’s Nightmare Before 
Christmas. Plus we’ve 

| included plenty of cool car- 
/) toon pinups and much, 
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handling) for each copy ordered. —_ Signature 


Make checks payable to L.F.P. Inc., Outside U.S. add $2 per copy for additional postage. U.S. funds only. California residents add 8.25% sales tax to total order. 
Offer expires april 18, 1994 


2 =, much more! 
Mail to: Wi_p Cartoon KinGoomM, 9171 Wilshire Blvd. Suite 300, Beverly Hills, CA 90210 
VY 4 Sendme___ copies Name 
I KiNGDom’s Batman edition right City/State/Zip i 
i away! Enclosed is my payment for _Payment enclosed Charge my _VISA |/MC | 
7 $3.95 (plus $1.50 for postage & att Exp. : 
I I 
i ! 
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Ejemrn ny PSK | ae 
SEGA OF JAPAN =, REPROGRAMMED GAME SSEOR 1399 
: = 
Mega Drive 


16 Megabits 


A faithful translation of the SNK game from the arcade to the home version. 
However, if you don’t have a six-button controller for the Mega Drive, it will drive you 
crazy. The game has two modes of play: a scenario mode, which allows you to choose 
Ryu Sakazaki, or his friend/rival Robert Galcia (yes, | know that it’s supposed to be Garcia, 
but hey, it's Japan). The gamer has to beat eight characters and get Ryu’s younger sister 
back. Within the game, there are bonus rounds with which you can get a longer life gauge, 
longer special attack gauge or bonus points. 

In the fighting mode, you get to choose all of the characters, including Mr. Big and Mr. 
Karate. This addition will certainly please fans of this game. Now you can play as the boss 
characters and not be frustrated at not being able to beat them. If you’re good at Fata/ 
Fury Special, Ryu Sakazaki will appear in the game to take you on. Good luck finding him. 
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SHIELD WAVE oe ap SP Na RR MMM STRE AES 
Mega CD kk SSS :_ Saas SS Mega CD —— 


An odd, shooting/action game. The story ss Sp a we = old arcade game that 
starts with two little fairies that find out the “= POSS PLLLES f, = came from SNK has come to 


Dreamlord is taking over dream, and you have =! the Mega Drive—an action 
to stop them. But, being se. game that can n also be thought of as the game that laid the 


physically weak, they use : silo a en on — — a groundwork for Samurai Spirits (Samurai Shodown). The 
| robots to do the battling. {Iams =k : game does have an old-type video-game feel to it. The 
' There are 16 different — —=—=——_eananan graphics are not topnotch and the animation is not very 
_ kinds of heads, bodies J : — Se smooth, but this actually adds to the charm of the game. 
and weapons to choose | ie © v2, (tS a simple fighting game without all the hype of excellent 


from. Each part has | pe fe finishing moves. The game 
different weights, armor | Ssssussschsssssssessss also has great atmosphere, 
ratings and special sus pel j giving a good sense of the 
abilities. With this kind of |i mmm«©| ae 26 world that the character 


variation available, you | , fights through. Okay, maybe 


can make a robot that is 
best suited to take on the 
boss at the end of each 
level. This game is hard at 
the beginning, but, the 


more you play, the more fun it becomes. 


Also, since the game is on CD, there are plenty 
of animation clips to keep the story interesting. 


|}, The animation is, of course, very Japanese, but 
; it’s cute. Take a chance on this cart. Also, the 


Pop'n Land creators are the team that brought 


you the original Mega Man. 


I’m a little biased, since | 
played it when it first hit the 
arcades. 

The CD version has more 
visuals in between the stages 
to introduce the next level’s 
boss that the character must 
defeat to advance in the 


game. With two different 7 


characters to choose 


from...okay, there’s no » 


difference in character stats, 
but it's fun anyway. 
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| panions and they fight in coop- 

| eration with your character. In 

| later stages, after you have 

> gained all five companions, you 

choose one to be your battle 

partner. Your companions include a mage, priestess, knight, 

cyborg and even a dragon. Even with these powerful part- 
ners, you cannot succeed without the guardians. 

The guardians have the power of air, fire, water and earth. 
When you gain their powers, it will greatly enhance your ability 
to beat the bosses and complete your quest. All this and great 
music (as is always the case with Square) make it a game 
worth waiting for. 


Romancing Saga 2 
SQUARE 

Super Famicom we 

16 Megabits 


Expectations are very high for this 
new RPG from Square. Square is famous 
in Japan for coming out with a new RPG 
system every time it introduces a version 
of Final Fantasy. This epic will span 
generations in another showdown with 
evil. Each time you change your lead 
character you get to choose another 
*., Class, and you may even choose not to 
i be human. Apparently, there are over 200 
"4%; different characters that you can choose from to join your party 

i sath of five. But, before you get to use them, you must complete a 
=r = certain task to get them to join your party. With this many 
characters, you can have many different variations of parties. 

The battle system is also somewhat different. You view the 

battle from the side, and you choose what form the characters 
- should take. Characters also get better with a specific weapon 
the more often they use it. The same is true for magic. Of 
course, not all characters can 
use all weapons and magic, 
but each class has a specific 
ability that makes it useful. All 
this, plus a free scenario 
-makes it a game with a high 
_feplay value. Let's hope this 
cart sees the light of day in the 
North American market. 


COBRA TEAM 
Super Famicom 
142 Megabits 


Here’s a different type of fighting 
game. The battlefield is larger and it’s in 
‘the air. The characters themselves are 
taken from a very popular Japanese 
comic-book series. Instead of beating the 
Stuffing out of your opponent with kicks and 
punches, you use magic. All kinds of 
magic can be performed by pushing the 
controller's four buttons in various combi- 
nations. You can choose from several differ- 
ent characters and play the scenario mode, 
or you can challenge a friend in one-to-one 
magical combat. A great new twist that 
may bring new life to a genre that is already 
flooded with too many SF //clones. 


ath, 


CULTURE BRAIN 
Super Famicom 
16 Megabits 


Jack and Ryu are back again in another 
edition of Super Chinese World. But this 
cart is really two games in one. The first mode is 
RPG. In this mode, the action takes place in two 
oa different ways: the typical action type, where you 
NINTENDO 3 ‘le. er eee mag, have to beat up all the monsters to gain 
Game Boy LIN sy a ee ‘=== experience, and the boss character stage where 
Unknown Megabits it’s a one-on-one battle. There is also a side- 
wt ometienmeae SCrOlINg action stage to 
Keep your reflexes sharp. If you find the game 
getting too tough, just run and fight around in 
the same area to gain experience and, thus, 
new special attacks. 

The second kind of game is tournament- 
style fighting. You can choose to be Jack, Ryu 
or the nine other characters that are trying to 
become the best. Each individual character 

has its own advantages and disadvantages, 
along with special moves, of course. Now two 
‘people can enjoy completing the RPG part 
together, or they can pummel their buddy into 
submission in the tournament mode. 
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That cute, round little whatever he is makes 
another appearance. This time, you flip him around 
a pinball game. Kirby rolls into a ball (a real tough 
effort for Kirby) and takes on all the nasties on the 
various levels. Kirby’s friends also make 
appearances in the game. 

The game itself has three different boards to. 
choose from. The pinball boards are separated into § 
easy, medium and ativanices ane sel The names - a 


and. ie game can get ntathy tough, nonsidenna ah. 
ome of the enemies. can disable sae Aes b 
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CA$H for 


You’ve Just Spent $50.00 For 
The Latest Game... 
Why Not Pay 19 Cents More To Win It? 


SECRETS UNCOVERED™ reveals the codes and passwords to 
more than 52 of the most popular home video games. 


JUST $9.95! (610.77 for CA residents - 8.25% tax) 
Please specify SUPER NES or GENESIS 
Send a check or money order to: 
Entertainment Earth * POBox 6010609 ¢ Sherman Oaks CA 91413 


CIRCLE #128 ON READER SERVICE CARD. 


ATTENTION: INTERNS! 


VioEOGAMES Magazine is seeking a bright and 
energetic person to intern for the VioEoGames staff. 
Tell us about yourself, what systems you own 
and why you want to work here. 

Must be over 18 and live in the L.A. area. 
Write: ViocoGames Intern, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 90210 
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DATA EAST 

ENT. EARTH 


your Cartemnges 


We pay CASH for Genesis 
é and Super Nintendo cartridges. 


Call for prices or send for catalog 


I we also have a huge selection 
of used cartridges available. 


j 
BRE Software 
d 352 W. Bedford, Suite 104V $5 .0 0 @) F F 
Fresno, CA 93711 
Send $1.00 for our complete 


(209) 432-2684 price list/catalog and receive 


FAX (209) 432-2599 a coupon for $5.00 OFF your 
Dealers/Wholesale inquires welcome Next mail order (mail only). 
a = ee oe oe ee 
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Attention Game Developers 


Cartridge Emulator 
Connect your PC to your game machine! 
Make your own video game workstation! 
16 Meg Bits Ram- $ 245.00 


24 Meg Bits Ram- $ 325.00 
RHOTECH LABS LLC. 
P.O. Box 800727, Dallas, TX, 75380 


(214) 692-1206 (Voice or Fax) 
Hardware does not include any proprietary information on 


© (AV 


Join our National Club! 


* All Games at least 10% off 

* No Shipping & Handling Fee 

* No Sales Tax or added charges 

© 20% off on Advance Orders 

* Timely New Product Info. 

¢ Jaguar, 3DO, Super Nintendo, 
Genesis, & Computer Games 

* Role-Playing & Board Games 

*Immediate Shipment 

¢ Visa & Mastercard Accepted 


FLYING EDGE 
GAMEAHOLICS 
IMAGINEER 
INNOVATION 
INTERPLAY 
INTERPLAY 

LIN 

LucAS ARTS 
Nat’L GAME PLAY 
OCEAN 

OCEAN 
RHOTECH LABS 
SUNSOFT 
TAITO 

TENGEN 


game machines, or game development software; not licensed 
and/or endorsed by any game manufacturer 
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(800) GAME - CLUB 
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TRIAX 
TRIAX 
WORKING DESIGNS 13 


A better way to sell used game equipment 
& PUT MORE MONEY IN YOUR POCKET! 


Forget those used game companies that only pay you a tiny 
fraction of what you deserve. First they rip you off, then they turn 
around and sell your equipment to someone else for a really high 
price! But when you join the all-new National Game Players’ 
Exchange, you sell your used games and equipment directly 
to other game players at the prices you set— and that means 
more money in your pocket! 

Here's How It Works: 

@ For a one-year membership fee of just $25, you'll 
receive six issues of the NGPE newsletter, the one and only 
nationwide publication with page after page of the great- 
est deals on used game equipment. It's just like the classified 
advertising section of your local news- 
paper, only every single ad is for used 
video and computer games, core sys- 
tems and accessories. All the ads are 
placed by NGPE members-no dealers 
allowed! 

@ As an NGPE member, you can advertise three 
items to buy, sell or trade in each issue — FREE OF CHARGE. 

@ All you need is a telephone and a mailbox, because 
gamers work directly with each other to get the best deals 
on used equipment. NGPE members call each other to negoti- 
ate deals, then buyers mail their payments straight to the sellers, 
and sellers mail the purchased items straight to the buyers. 
(Complete details on how to bargain successfully in each issue.) 

@ Plus! Make new friends from all over the country in 
the "Player-to-Player" pen pal section. And submit your original 


etionel Game aa opm 


drawings and cartoons for publication. 

Your $25 membership fee can pay for itself the very first 
time you make a sale! Remember, you'll be making your own 
deals, not getting ripped off by some big company. 

Join TODAY! HERE's How: 

1. On a separate piece of paper, clearly print your 
name, complete address and zip code, phone number (include 
area code), and the days and times you can be reached. 

2. List up to three items you want to advertise in the 
NGPE newsletter. Include the complete name of the game or 
piece of equipment, what video or computer system it's for, and 
your asking price. (Be fair!) Specify whether you want to buy, 
sell or trade each item. Don't de- 
lay! The advertising deadline for 
the March/April issue is February 
20, 1994. Ads received after Feb- 
ruary 20 will appearinthe May/ 
June issue. 

3. Mail all information, with a $25 check or money 
order made out to NGPE (U.S. funds), to 


NATIONAL GAME PLAYERS' EXCHANGE 
Attn: New Member Dept., Suite A2 

P.O. Box 1027 

Joplin, MO 64802-1027 


Your first issue will arrive in 6 to 8 weeks. Get ready to make 
some great deals! 
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Warbirds™ = 


1-4 players 


LYNX KICKS 


Atari, the Atari logo, and Lynx are™ or ® of Atari Corporation. © 1993 Atari Corp., Sunnyvale, CA 94089-1302. All rights reserved. 
Checkered Flag, Dracula and Warbirds are™ and © 1992 of Atari Corp. All rights reserved. Lemmings and Jimmy Connors’ Tennis are™ 
and ©. All rights reserved. Game Boy® is a registered trademark of Nintendo of America,Inc. © Nintendo of America Inc. All rights 


Lynx has a 3.5" screen. 
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(Same Gear has a 3.2" screen. 


Lynx has over 4000 colors. 


= Bag 


Game Boy has two. 


Lynx has a 16 bit graphics engine. 


BUT 


(ame Gear has an 8. 


Lynx has molded rubber hand grips. 


= Sag 


Game Boy has plastic. 


Lynx allows up to eight players. 


BUT 


Game Boy allows up to four. 


Lynx has right or left hand play. 


BUT 


Game Boy and Game Gear do not. 


IR BUTS. 


Get to your store now, or call: 
1-800-221-EDGE 


CIRCLE #125 ON READER SERVICE CARD. 


{ reserved. Game Gear is a trademark of Sega Enterprises, 
Hy LTD. All rights reserved. 5.0 ProFile ratings for Warbirds™ 
courtesy of GAMEPRO® Magazine. 
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entertainment inc. 


MIDWAY. 


NBA JAM © 1993. Midway® is a trademark of Midway Manufacturing Company. The NBA and NBA Team trademarks used herein are used under license from NBA properties, Inc. All rights reserved. NBA JAM SESSION is trademarked and owned by NBA Properties, Inc. Nintendo, Super Nintendo Entertainment System 
and the Official Seals are registered trademarks of Nintendo of America, Inc. © 1991 Nintendo of America, Inc. Sega, Gensis and Game Gear are trademarks of Sega Enterprises, Ltd. All rights reserved. Acclaim is a division of Acclaim Entertainment, Inc, ®@ & © 1993 Acclaim Entertainment, Inc. All rights reserved. 
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